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INTRODUCTION 


He’s back and badder than ever before. In 
Duke Nukem: Land of the Babes, Duke has 
definitely got his work cut out for him. 
Members of the UBR, (Unified Babe 
Resistance), are being babe-napped by 
Silverback and his evil henchmen. It’s up to 
Duke to rescue those poor, defenseless babes 
and uncover what's behind Silverback’s evil 
plans. If Duke doesn’t do it, who else will? 


GAME BASICS provides all of the startup infor- 
mation you'll need to get off on the right foot. 
Be sure to check out the Combat Tips; these 
are tried and true strategies straight from actu- 
al experiences in fighting Silverback and his 
minions. 

WEAPONS outlines all of the weaponry. This 
chapter gives you an up close and personal 
look at the arsenal you'll use as you fight your 
way through the levels. Be careful not to blow 
off your own foot! 


ITEMS spells out all of the items. This chapter 
describes all of those juicy little goodies you're 
likely to find throughout the game. Better give 


this chapter a read so you'll know what to look 
for. You wouldn't want to pass up one of those 


all-important Ego Boosts thinking it’s just a bag 


of chips, would you? 


BESTIARY Is your encyclopedia of baddies. It’s 
always better to go into battle knowing who or 
what you're going up against. | 
WALKTHROUGH provides step-by-step strategy to 
get you through all of the game’s levels. Each 
level is separated by the objectives, outlining 
what you need to do and where you need to 
go next. 


DUKE MATCH covers the multiplayer portion of 

the game. We provide important tips and tac- 
tics to give you the edge on wiping out multi- 
player opponents. 

SECRETS Is your key to unlocking each level's - 
hidden cheat! 


It's all here, it’s all fun, and it’s all Duke 
Nukem. Now get in there and get ready to kick 
some butt! 
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GAME BASICS. 


Interface 


When you first boot up this bad boy of a game, press the Start button to access the 
Main Menu. From the Main Menu, you'll have several choices: 


1. NEW GAME: THE BEGINNING OF THE BEGINNING. JUST YOU, DUKE, AND A TON OF BAD LADS 
READY TO RUMBLE. WHEN YOU CHOOSE NEW GAME, YOU GET TO CHOOSE BETWEEN “COME GET 
SOME” AND “DEATH WISH,” WHICH ARE YOUR LEVELS OF INTENSITY. UNLESS YOU JUST LIKE 
PUNISHMENT, OUR RECOMMENDATION IS TO START 
WITH “COME GET SOME.” YOU CAN ALWAYS 
REPLAY THE GAME ON THE HIGHER INTENSITY 
LATER. 


2. TRAINING: A MUST FOR ANY WOULD-BE DUKESTER. 
CHECK OUT THE COVERAGE ON TRAINING IN THE THIRD 
SECTION OF THIS CHAPTER. 


3. DUKE MATCH: A GREAT TWO-PLAYER, HEAD-TO-HEAD CHANCE 
TO SHOW OFF SOME OF YOUR DUKE SKILLS AGAINST A FRIEND, 
OR, EVEN BETTER, A FOE. THERE ARE SIX INTENSE LEVELS OF 
TWO-PLAYER COMBAT WITHIN DUKE MATCH. IN EACH OF THESE 
LEVELS, YOU ARE ALLOWED TO SET THE TIME LIMIT, NUMBER OF 
KILLS, HOW THE SCREEN WILL BE SPLIT, AND EVEN THE CAMERA 
ANGLE. ONCE YOUR CHOICES ARE SET, YOU CAN THEN CHOOSE 
WHAT VERSION OF DUKE YOU WANT TO PLAY AS. THERE ARE 
FIVE DIFFERENT DUKESTERS FOR YOUR ENJOYMENT. EACH ONE 
IS UNIQUE AND EACH IS A BLAST. 


4, LOAD GAME: DO WE NEED TO TELL YOU WHAT THIS IS FOR? 
THERE ARE FOUR SLOTS FOR SAVED GAMES, (YOU DID SAVE 
YOUR GAMES, DIDN’T YOU?), SO YOU CAN GO BACK, CHOOSE 
A LEVEL, AND START OVER, RETAINING ALL OF THE GOOD- 
IES YOU HAD BEFORE. 


y 


5. OPTIONS: BESIDES THE STANDARD SOUND EFFECTS AND VOLUME LEV- 
ELS, THE OPTIONS MENU WILL ALSO ALLOW YOU TO PERSONALIZE YOUR 
CONTROLLER, CHANGING THE DEFAULT BUTTONS TO WHATEVER SUITS 
YOUR PARTICULAR BRAND OF CARNAGE. THE GAME SETTINGS WILL ALLOW 
YOU TO TURN ON OR OFF THE AUTO AIM SETTING, CHANGE THE GORE 
PREFERENCES, TURN THE STATUS INDICATORS ON OR OFF, CHANGE THE 


GAME SPEED, AND TURN THE VIBRATIONS ON OR OFF IF YOU'RE USING A 
DUAL SHOCK CONTROLLER. 


6. CHEATS: THE ONLY CHEAT YOU CAN ACTIVATE AT THE BEGINNING OF A 
GAME IS THE OUTTAKE CINEMA CHOICE. TURN IT EITHER ON OR OFF. THE 
REMAINDER OF THE CHEATS YOU'LL HAVE TO EARN BY FINDING ALL OF 


THE SECRETS ON A LEVEL. AT THE END OF EACH LEVEL, THE ENDING 
SCREEN WILL TELL YOU WHICH CHEAT YOU HAVE UNLOCKED. 


Control: 


Square Button 


Press the Square button to jump onto ledges or platforms. Be sure to put your gun 


away and hold Up on the D-pad to have Duke grab hold of the ledge he’s jumping to. 
_ Tapping the square button will allow Duke to stroke when underwater, while holding 


it will allow him to paddle through the water. 


Triangle Button 


Pressing the Triangle button during gameplay will turn Duke completely around, 
allowing him to blast any bad guys that try to sneak up behind him. 


When you press the Start button, pressing the Triangle button will allow you to quit 
the game and return to the title screen. 


When you press the Select button, press the Triangle button to get back to the game 
without changing Duke’s Weapon. 


Circle Button 


Tapping the Circle button puts Duke's gun away or pulls it out. Why would Duke ever 
need to put his gun away? Well, sometimes in order to perform an action, such as 
grabbing onto a ledge after barely making a jump or when stepping to a ledge. 
Putting away your gun underwater will allow you to swim faster. 
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Quick Pick 


Hold the Circle button and two sub-menus will appear. Press Left 
or Right on the D-pad to select which menu you want, either 

Weapons or Inventory. Once the sub-menu is highlighted, press 
Down or Up on the D-pad to quick pick a weapon or inventory 
item then let go of the Circle button to use the item or equip 
the weapon. 


X Button 


Shoot 


Oh yeah, baby! This is the button you're about to wear out! You'll 
get a lot of use out of this in the levels to come. So, get the Band- 
Aids ready, a blister is about to form! 


Use Item 


‘ 


After tapping the Circle button to put Duke’s Gun away, press 

the X button to press a switch, pull a lever, or use an item 
such as setting a detonator on some explosives. This button 
is used to solve a lot of Duke’s puzzles. 


DRAAARAD* PARARAARAARRAAAAARAAAAAAAAN 


—* $elect/Confirm 


When you're in a sub-menu, you'll need to press the X 
button to select or confirm a selection. 


Li Button 


This is your Enemy Lock On button. Not only is this great to focus your ammo on the 
enemy, it also helps identify enemies in the distance that may be hiding in the dark, 
just waiting for a ripe, juicy Duke wannabe to come along. 


R1 Button 


Press the R1 button to get a manual bead on the enemy or to look around to see 
who might be in the neighborhood. An excellent use of the R1 button is when you 
are standing on the edge of a ledge and you need to peek down to see if there's 
something below. By pressing the R1 button and then pressing the Up or Down but- 
tons, you will be able to see things above and below. 
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Strafing 


The must-have skill of any tough guy is knowing when and how to strafe. In case 
you're a newbie and haven't quite perfected this lifesaving skill, go into the Training 
area and use it against a few of the alien scum in the Rumpus Room. A good method 
to kill enemies that shoot at Duke is by holding L1 to lock on and holding either L2 or 
R2 to strafe while firing. 


Training 


ere Me 


You're probably thinking, “I’ve played Duke  |passsanyy a 
| In the Training Level, there is a secret 
| area. To find it, jump into the pool and 


_ submerge to the grate. Shoot out the 


Nukem before, and | don’t need training— 
just get me into the game!” Well, you may 
have played before, and who hasn't? But, 
even the most seasoned Nukem player | 
needs a little tune-up to his or her skills | | grate, then swim down the tunnel to the 
every now and then. Spend some time in | | secret area! 

the Training area and perfect your skills | | 


Select Training from the Main Menu. When | 
the Training level is loaded, try out the four a 
training areas. Each training field offers a iiarent @ environment that will t test a skill 

Duke will need in his actual battle against alien scum. 


Swimming 

Jump into the pool and practice your stroke. There are a couple of water levels in this 
game, so be sure you can handle the different moves you'll need to perform. You can 
Strafe under water using the L2 or R2 buttons. Once you feel comfortable maneuver- 
ing under water, move on to the next training area. 


Target Range 

Hit the button on the wall to start the target range. Targets will pop up and move 
back and forth along the rails. Use either the L1 or R1 buttons to target the enemy 
and fire. Watch out for the babes, though; be sure of what you're aiming at. If you're 
not happy with your score after completing this trial, don’t worry. Just press the button 
and do it again. 
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Jumping Range 

This ts definitely a course that you want to work on. There’s a lot of jumping in this 
game, and your prowess in this skill could make the difference between reaching a 
secret or dropping to your death. Become accustomed to the different distances to 
jump across. Learn where to stand, whether to perform a standing jump or a running 
jump, etc. Though this course is timed, it’s better that you spend as much time as you 
need in here. It’s okay if you make a mistake here. In the game, it’s not. 


Rumpus Room 


Here's a taste of what you want—a real chance against real enemies. Follow the 
course through the rumpus room, destroying the enemies and picking up the goodies 
from the boxes before stepping onto the transporter. 


Combat 101 


The game isn't about making peace, it's about blowing stuff up. So, natu- 

rally, you'll spend a large amount of time gunning down creepy aliens 
and blowing up boxes and pieces of scenery. Here are some tips to help 
you master combat in a world full of gun-lugging primates and pigs. 


WAARARRARAAAAARARAAAAAAAAAAAAAAAA 


Auto-Targeting 
Auto-targeting is your friend. Learn how to move around while 
holding down the L1 button so that you automatically target ene- 
mies when you walk into a room. 


In some situations, you won't be able to use the auto-targeting, but 
you can still shoot your enemies. For instance, an enemy may be 

‘| behind a box. The auto-targeting either won't work at all, or it'll have 
you shooting the box. Use R1 to target manually and you'll be able 

| to pick away at whatever part of your enemy is visible. 
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' Health/Ego 
| Ego is important. If Duke’s Ego runs out, he’s dead, so get to know 


everything that can boost Duke’s Ego and make good use of them 
all. 
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Weapons 


Get to know your weaponry. Sometimes you can save your big 
guns for crucial moments if you use a lesser weapon combined 
with another. For instance, you may want to freeze an enemy and 
then kill it with your pistol. 


Babe Alert 


Just in case you don't already know, don’t blast the babes! 
Killing a babe is a very, very bad thing. It drops Duke’s Ego by 
seventy points, so it may very well kill him. Don’t forget to warm 
up to each babe that you find. A little sweet talk adds a little 
more to Duke's Ego. 


Treasure Hunt 


_ Check everywhere for items. They can be hidden inside crates, 
fe .. electrical boxes, inside furniture, or anything else that you can 
A, _ destroy. There’s a lot of good ammo and weaponry in those 

meaningless looking crates and cabinetry. Shoot them all to 
add to your booty. 


Hide and Seek 


Look for cover. In most areas, there’s something you can hide behind. If the enemy 
can’t see you, he can’t shoot you. Many times you will be able to take cover behind a 
post or pillar, or even around a wall. Then strafe into the open, blast a bad guy, and 
return to the safety of your cover. Pinning down this critical technique will keep you 
healthy in the long battles ahead. 


Duke Go Boom! 


Be very careful using explosives (Dynamite, Pipe Bombs, RPGs, or Torpedo Launchers). 


These damage everything in the immediate area, which means they can also damage 
Duke if he’s too close to the blast. 


Jumping 

Jumping across ledges can be a pain. When trying to grab a ledge, be sure to press 
and hold Up on the D-pad. Otherwise Duke will just bounce off of the ledge and 
plummet to the floor below (if there is one). Be sure to visit the Training area to per- 
fect your jumping technique. 
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Did You Hear That? 


Listen closely to the sounds around you. This is often your only notice that an enemy 
has teleported or sneaked up behind you. Remember that tapping the Triangle button 
turns Duke around 180 degrees, so you can quickly attack anyone sneaking up on 
your backside. 


Ammunition 


Keep an eye on your ammo. Senseless shooting is a waste of ammo. Get a bead on 
your enemy and make those shots count. 


Here a Switch, There a Switch 
It's Duke Nukem, so there are going to be buttons to press and switches to push. 
There are two things you should keep in mind before triggering a button or switch: 


1. WATCH WHAT HAPPENS WHEN YOU HIT A SWITCH OR PUSH A BUTTON SOMEWHERE. IT IS LIKELY 
THAT A SHORT CINEMA WILL PLAY, PROVIDING KEY INFORMATION TO YOU ON WHAT YOU SHOULD 
DO NEXT. 


2. PUT YOUR GUN AWAY BEFORE HITTING A BUTTON OR SWITCH. DUKE NORMALLY SHOULDERS HIS 
WEAPON BEFORE HITTING THE SWITCH, BUT IN CASE YOU RE NOT STANDING CLOSE ENOUGH TO 
THE SWITCH BEFORE PRESSING IT, THE ONLY THING YOU'LL BE DOING IS SHOOTING IT. NO 
SENSE IN WASTING THAT AMMO JUST TO TURN ON A BUTTON. 


Pushing and Pulling 


There will be several instances throughout the game where you might get stuck (if 
you're not following the walkthrough). If things look hopeless, or something seems to 
be beyond your reach, try pulling or pushing a nearby object. Not everything is meant 
to be blown apart. The item you push or pull just may be your ticket home. 


Continues 


An important thought to keep in mind: If you use up all of your continues, you'll start 
the level with the bare necessities. All of those lovely weapons and inventory items 
you've been hoarding throughout the game will be gone if you've gone through all of 
your continues. Follow the walkthrough and you should come out of the level with 
yourself and all of your items intact. If you absolutely have to start over again, it’s bet- 
ter for you to load from a saved game than to use up those continues. 


Save Your Game 

The only time you can save your game Is at the end of each 
level. Be certain to do it then. You don’t want to play four 
or five levels, only to find out you're dead, without any- 
more continues, and you have to start over with the 
beginner's list of items and weapons. That would be a bad 


thing. 


Cheats 


After finding all of the secrets in a level, you will unlock a cheat. 
No cheats are available when the game starts. Here’s a complete 
list of what you get in each level: 


Training Start with Full Armor 
I Big Head Duke 


All Weapons 
14 invulnerability 


2 Tiny Head Duke 

3 re Big Head Enemies 

4 Tiny Head Enemies 

5 Start with Full Ego 

6 First-Person Camera 
7 Wacky Cinematics ! 
8 Temporary Invulnerability 
a Unlimited Ammo | 
10 Double Damage 

11 Invisibility } 
12 Level Select Enabled 
— ' 


~ 
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WEAPONS 


So many weapons, so few butts to kick. One thing you can always count on with 
Duke Nukem is that he will always have the best weapons money can buy. 


Shotguns are best in close-range battles due to the way the 
shot spreads out over a distance. Thus, if you shoot some- 
one at point blank range, the target will be hit by all of the 
pellets. Shooting someone far off in the distance scatters the 
shot so much that the target may only receive minimal dam- 


Rate of Fire: age because only one or two pellets hits it. With this in 

Power: Varies mind, it’s no surprise that it may only take one shot to kill 

Ammunition: 10 per pickup an enemy at close range, but it may take six or seven shots 

Max. Ammo: 75 to kill the same target from a distance. Another down side is 

Water Weapon: Yes that the shotgun holds only 75 rounds of ammunition. You'll 
be surprised how fast that will disappear. 


When you absolutely have to kill every stinking alien in the 
room, there’s Dynamite. This is just about the most powerful 
weapon in the game. Its blast radius is absolutely incredible 
and most creatures can’t take the hit, but then again neither 
can Duke. Dynamite is best used in situations where you 
Rate of Fire: know what's waiting around the corner. Throw it, and then 
Power: Extreme run like mad in the other direction. 
Ammo: 10 per pickup 
Max. Ammo: 20 
Water Weapon: No 


There's a trick to using the Dynamite. When you choose the 
weapon, Duke automatically lights a stick, so you have to be 
ready to use it as soon as you select it. Otherwise, it'll blow 
up in his hand and even Duke can’t survive that kind of blunder. To throw the Dynamite, press the X 
button. Tapping the button just drops it a few feet in front of Duke, but holding the button will 
chuck it to the other side of the room. Remember that this type of weapon will bounce off of a wall, 
so if you throw it too hard, it may come right back at you. 


Each stick of Dynamite is lit as soon as it is selected, so Duke isn’t automatically rearmed every time 
he uses this weapon. If you want to throw a second stick, you'll have to press the Circle button to 
do so. Just be ready to throw it right away. 


200 per pickup 


Water Weapon: 


100 per pickup 


Water Weapon: 


The Energy Weapon is a lot of fun to use, but difficult to 
control. Pressing and holding the X button shoots a constant 
stream of green plasma. This plasma trail decimates nearby 
enemies, furniture, and sometimes even babes. This gun is 
hard to use because it homes in on nearby objects, so it 
may not always hit the target you intend. Still, you'll want to 
put the gun to use, but save it for times when there are a 
lot of enemies grouped together. 


Ah, there’s nothing quite like the smell of burning monkey 
fur in the morning. Flame Throwers deal out a heaping help- 
ing of damage in a very short amount of time. Unfortunately, 
they go through fuel almost as fast as they go through flesh. 
They also have a very short range, so you'll be able to use 
them only in close combat situations. But in such situations 
it's hard to find a better weapon. : 


(50 per pickup 


Water Weapon: 


The Freezer isn’t really a weapon so much as it is a deter- 
rent. Enemies hit by its beam are temporarily frozen in 
place. When frozen, they can’t move or attack, which gives 
you a golden opportunity to kick their butts. The beam 
bounces off of walls, so you can angle it around corners to 
try to freeze any enemies waiting to ambush Duke. This is a 
great weapon when Duke is outnumbered, since it takes 
only one hit to freeze an enemy. 


20 per pickup 


Water Weapon: 


The Gold Eagle is Duke’s weapon of choice. It’s moderately 
powered, but it can hold a lot of ammunition and its accura- 
cy is hard to beat. Once you get bigger and better guns, you 
probably won't use it much. Still, it's always good for open- 
ing boxes and blowing out secret wvalls. 
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Rate of Fire: Slow 
Power: High 


Ammo: 10 per pickup 


Max. Ammo: 20 
Water Weapon: No 


Rate of Fire: Fast 
Power: Average 
_ Ammunition: 50 per pickup 
Max Ammo: 150 
Water Weapon: Yes 


Rate of Fire: Fast 
Power: High 


Ammunition: 100 per pickup 


Max. Ammo: 


The Grenade Launcher is a powerful weapon, but it isn’t 
very accurate. Launched grenades arc across the room, so 
the higher you shoot them, the farther they'll travel. The 
shots also bounce off of anything they hit. That way, you can 
bounce them around corners or behind obstacles. When 
they explode, anything in the immediate area will take dam- 


age, so be careful not to use this weapon in tight spots. 


A shot from a Laser Blaster isn’t much more powerful than a 
handgun. However, the Laser Blaster fires a lot faster than a 
handgun, which allows you to dispatch a target much faster. 
So it may not be the weapon of choice in most cases, but 
it’s better than walking into a room full of trigger-happy 
apes with a handgun. 


This is a higher powered and faster version of the Laser 
Blaster. The difference in the rate of fire between the Laser 
Gatling and the Laser Blaster is pretty negligible, but these 
energy bolts can cause a lot more damage than the bolts 
from its little brother. Try to save it for situations when you 
need a bit more punch. 


a ee 
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It may seem odd that the smallest of lasers is also the most 


powerful, but good things often come in small packages. 
This laser shoots a burst of three lasers in a circular pattern. 
It’s accurate, deadly, and bound to be your best friend. 


Rate of Fire: 
Power: High 
Ammunition: 75 per pickup — 
Max. Ammo: 100 

Water Weapon: No 


Pipe Bombs are small explosives that can be scattered around 
a room and then triggered at any time. The fact that you have 
to manually detonate them makes them safer than Dynamite. 


There’s a really simple trick to using these. Pressing the X 
button throws a Pipe Bomb. Tap the button to drop the Pipe 
Bomb at Duke’s feet, or hold the button to throw it across 
the room. To detonate the bomb, press X again. However, 
— you can instead press the Circle button and Duke will grab a 
Max. Ammo: 15 : 
—_——_——___________-._ |_ second Pipe Bomb. You can toss this one, as well, and deto- 
Water Weapon: Yes <a ; 
SEE EEK = | Nate it simultaneously with any others you've already tossed. 
In fact, the only limit to the number of Pipe Bombs you can 
use at one time is the number you have in your inventory. 


Rate of Fire: Slow 
Power: High 
Ammunition: 10 per pickup 


The RPG is perhaps the most alluring of all weapons. Its 
range is unlimited, it packs an unbelievable punch, and it 
can damage several enemies at once. On the flip side, it can 
hold only eight shots and you run a high risk of blowing 
yourself up if a shot catches a corner or your enemy is too 
Rate of Fire: Fast close. Try to reserve using the RPG for situations where the 
Power: ‘Extreme enemy is far away, or for bosses who have a ton of health. 
Ammunition: 4 per pickup One thing to note is that the RPG alternates between the 
Max. Ammo: 8 left and right launchers. This is important to take into con- 
Water Weapon: No sideration when firing from behind a post. It can even give 
you an advantage since you can stick one of the tubes 
around a corner without exposing Duke to counterattacks. 


SN 


Turn that big threat into a little menace— and then step on 
it—that’s what the Shrinker is all about. Shoot most enemies 
with its ray, and they'll shrink down to an itty-bitty size that 
leaves them cowering in fear. Finish your tiny opponents 
off by walking Duke directly over them. He'll be scraping 

Rate of Fire: Slow miniature pig guts off of his heels for days. 

Power: Special 

Ammunition: 30 per pickup 

Max. Ammo: 


Water Weapon: 


Nothing is as much fun as blasting an enemy’s head off 
from a hundred yards. The Sniper Rifle is the ultimate long- 
range weapon. Holding R1 down brings up a targeting sight 
when the Sniper Rifle is equipped. Center on an enemy's 
head, fire, and watch in awe as the enemy’s head drops 
Rate of Fire: Slow onto the floor. As great as this gun is at long-range, it is a 
Power: Average bad choice for use as a normal gun. Its power is about the 
| Ammunition: 25 per pickup same as a handgun, but the reload time is longer. So, if you 


Max. Ammo: 50 aren't using it to pick off the heads of enemies, don't use it 
Water Weapon: Yes at all. 


This isn’t really a weapon. It’s a portable cloaking device. 
Shooting a target (friend or foe) makes it invisible. This is 
how you help captured babes escape from the aliens. Blast 
them with the Stealth Generator and they'll automatically be 
transported back to the babes’ base. Unfortunately, there's 


Rate of Fire: Extremely Slow 0 way for Duke to shoot himself with this one. 
Power: N/A 

| Ammunition: 100 per pickup 

_ Max. Ammo: 150 


Water Weapon: No 
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This is the rarest of all weapons. It’s so rare, in fact, that it 
appears on only one level. Not only that, but it replaces the 
Combat Shotgun when you find it. The Super Shotgun is a 

much faster and deadlier weapon than a Combat Shotgun. 
Although they may seem to fire at the same rate, the Super 


Rate of Fire: Fast Shotgun actually shoots three blasts in the amount of time it 
Power: Varies takes the Combat Shotgun to shoot one round. Once you 
Ammunition: 10 per pickup get this weapon, be sure to cherish it with your life. 

Max. Ammo: 75 


Water Weapon: Yes 


Even a seemingly invincible hero like Duke needs a backup 
weapon. Though throwing knives lack the power and speed 
of other weapons, Duke has an unlimited supply of them 
and never needs to find them lying around on the ground. 


The only good point (no pun intended) to using throwing 


Rate of Fire: __—_—VerySlow__| knives is that you'll never run out of ammunition. Otherwise, 
Power; ____—*‘Werylow _ their slow speed and weak power make them nearly useless 
peer: in a firefight. Rely on them only when you've exhausted 
Max Ammo: Unlimited : 

Veter ita: CU every other possible option. This weapon is very good for 


not wasting ammo when breaking open crates and things. 
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This is the only weapon that can be used only in water. It’s 
basically just an RPG for watery areas. Be careful when 

using it. Its blast is powerful, so make sure your enemy is far 
enough away that Duke won't be caught in the explosion. 


Rate of Fire: Average 


Power: Extreme 
Ammunition: 30 per pickup 
Max. Ammo: 350 


Water Weapon: Exclusively 
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Ego Power-Ups 


There are a lot of ways to boost Duke’s Ego. Some of these are items and some are 
actions. This is a list of things that boost his Ego, aside from killing enemies. 


Ego Recovering Items 


Finding a Duke Nukem action 
figure boosts Duke's Ego by 
30 points. These are the most 
common Ego boosting items 
you'll find. 


When Duke needs a real 
pick-me-up, there’s nothing 
like a large bottle of muscle 
builder. Appearance is 
everything to a guy like him, 
so this will give him a 
large 50-point boost. This 

_ Ego-boosting item is rare and is usually found in 

— secret areas. 


There's no better way to 
stroke Duke’s Ego than by 
taking a peek at his own 
biography. This is also an 
extremely rare item. When you 
find one, it's added to Duke’s 


inventory and can be used at 


_ any time. Reading Duke's Biography can raise his Ego 


_ by as much as 100 points before it’s used up. 
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Ego Boosting Actions 


Nothing strokes Duke’s massive ego like talk- 


ing to a babe he’s just rescued. You can speak 
to most babes once to raise Duke’s Ego by five 
points. 


Each time Duke saves a babe, his Ego is 


boosted by 10 points. After all, the babes are 
eager to show their appreciation for his efforts. 


Even a simple phone 
call can boost Duke's 
ego. Each phone you 


find can be used once 
to boost Duke’s Ego by 
five points. 


Relieving himself in a 


toilet raises Duke’s Ego 


by five points. Duke can 


use each toilet only 
once. 


Every time Duke finds a secret area, his Ego is 
boosted by 20 points. 


You can add 10 points 


to Duke’s Ego with each 


Quest Item you find. 
There’s only one Quest 
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Item on each level, so 


you can't rely on this to 


keep Duke in the action. 


Every time Duke kills an enemy, no matter 
how small, he will recover a little Ego. Killing a 
level boss will boost Duke by 100 Ego points. 


AARARAARAALAA 


Other Items 


When Duke is equipped ga Duke can take to the 
with an oxygen tank, he Y ie rw c - air with his trusty 


can collect these to \ #7) 9 Jetpack. It has a limited 
restore his air wer is op charge, So you can use 
supply. y Weg] ‘ it for only a short 
( amount of time. Don’t 
run out of fuel in the 
air, or you'll be in for a nasty and potentially 
deadly drop. 


The Biomask is used When Duke puts these 
in areas where the on, he can see in the 


air is toxic. Duke will dark. They last for a lim- 
automatically equip ited amount of time. 
it whenever you 


enter such an area, 
as long as you have 


One in your inventory and it still has a 
charge left. 


This Armor can help Combine this item with an explosive device to 
reduce the amount of create a big bang. 

damage Duke takes 

from enemy attacks. It 

can absorb up to 100 

points of damage 


before being destroyed. 


The Axe can be used to This item unlocks the 


open stubborn doors. evidence room inside 


the police station. 


This key cube gives Duke access to the area 
near the Cell where Houston is being held. 


Unlock the blue security 


lock with the Blue Key 
Cube. 


Combine this item with 


the Detonator and 


Explosives to clear a 
buried path. 


The flight key gives 
Duke access to the ship 
that flies him away to 
the Aliens’ base of 
operations to kick their 
butts once and for all. 


Duke wouldn't have as much fun repopu- 


lating the earth without Houston there to 


participate. 


| different from the Alien’s though, and he 


Unlock the red security 


lock with the Red Key 
Cube. 


Without the space suit, 
Duke’s body would 
implode when he got to 
the levels that take 
place in the outer 
reaches of space. Luckily there happens to be 
one available before catching the flight out. 


To gain access to the 
Spanky Monkey lounge 
where some babes are 
being held, Duke's 
going to have to use 
the retinal scanner out- 
side. His eyes are a bit 


needs the head of Occulore, one of the Alien 


race’s mechanics, in order to get in. 


This key will allow Duke access to the most 
exciting room of the Spanky Monkey lounge. 
What you'll find out though, is that the most 
exciting thing going on in this Champagne 
room is the entrance to the last level of the 
game. 
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BESTIARY 


You'll face some pretty tough hombres in Duke Nukem: Land of the Babes. The aliens 
have done a good job of recruiting and creating some of the meanest and ugliest 
enemies you will have to battle. Below is the hit list of this raunchy group. Learn it 
and prepare to kick some alien butt all over the place. Regardless of how tough this 
gang is, with Duke Nukem on their tail, they all wind up the same—dead meat. 


These aren't really creatures so much as they are weapons. 
You'll usually see them just after an Alien Trooper freezes you. 
They hover low to the ground, which makes them hard to tar- 
get. However, they don’t cause much damage and are more of 
an annoyance than a threat. Every time Duke destroys an Alien 
Mine, he gets a small three-point Ego boost. 


Those crazy guys found on street corners in every major city 
tried to warn us, and now it finally happened. Cyclops-like 
monsters from outer space have finally invaded Earth, killing all 
of the men and enslaving the women. Their minions aren't 
pushovers, but they aren't as tough as some of the other 


beasts you'll face. One nasty trick they do have is that their 
shots can bounce off walls, making them very difficult to avoid. 
Another trick is that they can freeze Duke on sight, and then 
throw out an Alien Mine that chases Duke until it’s destroyed. 
Sending an alien back to the mothership in a body bag gets 
Duke a nine-point Ego boost. 
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_ Grenade Launchers, which make them hard to approach. In 


these monkeys gives Duke a seven-point Ego boost. 


These apes are extremely dangerous. They're equipped with 


numbers, they can be downright impossible to fight. Your best 


bet is to pick them off at a distance, or to fight them with high- | 


er-powered weapons, like an RPG or a Grenade Launcher. Just 
don't let them get you pinned in a corner or it’s all over. Offing 


These little guys are more annoying than deadly. They fling 
feces at Duke, causing small amounts of damage. They aren't 
fast, but they are short. This makes them hard to hit, and 
sometimes your auto-targeting won't work. Pump these brats 
full of lead to give Duke a three-point Ego boost. 


Floating brains with powerful psionic abilities is about the only : 


way to describe these creatures. They fly around rooms or 
swim through water, blasting anyone foolish enough to come 
too close. Strafe left and right to dodge their attacks and pump 
them full of lead. Dropping a Cyberbrain gets Duke a well- 


earned 10-point Ego boost. 
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These cave dwelling behemoths carry powerful blowguns. They 
fire slowly, but can take quite a beating before being dropped 
to the ground. For some reason, these guys seem to have a real 
grudge against the babes and will often attack them before 
attacking Duke. So, when the Feral Pigs are around, no babe is 
safe. Duke receives nine Ego points for every Feral Pig he kills. 


Gorillas are known for their immense strength and bad 
tempers. These monkeys more than live up to this stereotype. 
Plus, they carry large laser guns. Don’t get too close to these 
enemies, or they'll knock Duke around. Long-range attacks 
work best against them. Duke receives seven Ego points for 
killing a Gorilla Trooper. 


These are powerful pigs with power-packed weapons of pure 
light. A Hoglodyte is easy to recognize due to its pale white 
skin. Watch out for their powerful energy weapons. Their stocky 
frames allow them to take quite a beating, so be ready for a 
fight and don’t hold back anything. Defeat a Hoglodyte, and 
Duke's Ego will be raised by nine points. 


As part of their plan to infiltrate the babe ranks, the aliens have 
developed cybernetic Hunter Killers that resemble normal 
babes. These metallic ladies need a lot of convincing before 
they'll go down. Their skin absorbs a lot of damage as they 
deliver a heaping helping of butt whipping with their energy 
weapons. Duke’s Ego is boosted by ten points whenever he 
takes a Hunter Killer off line. 


Just when you thought it was safe to get back in the water... 
Jet Sharks roam flooded parts of the city, waiting to take a bite 
out of anything that swims within their toothy grasp. Unless 
you accidentally stumble upon a Jet Shark, it's unlikely you'll 
ever feel the wrath of their terrible teeth. Just hang back and 
pick them off with whatever weapon you have available. Duke 
gets a six-point Ego boost each time he sinks one of these fish. 


Mii. 


These lanky monkeys are a trigger-happy bunch. With their 
rapid-fire energy weapons in hand, they can pose quite a 
menace. The Orangutan Troopers are a bit faster than their ape 
relatives are, too, which gives them the added ability to dodge 
in a firefight. Eliminate them quickly when they appear, or get 
ready for some serious pain. Each time Duke pops one of these 
bad boys, he gets a ten-point boost to his Ego. | 
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Do you smell bacon? Nothing is quite as satisfying as putting 
one of these fat pigs out of its misery. Pig Cops don’t pose a 
huge threat at range, but up close and personal their shotguns 
are a real threat. Just about any type of firearm is sufficient for 
taking these little pigs down. Pummeling a Pig Cop gives Duke 
an Ego boost of six points. 


Where's a five-gallon can of rat killer when you need one? 
Quick and creepy is a good way to describe these pests. They 
attack Duke’s legs at close range with their fangs and horns. 
These creeps are hard to hit since they move quickly and lay so 
low to the ground, but a good shotgun blast almost always 
does the trick. For every Ratling he kills, Duke’s Ego is boosted 
by two points. 


There’s noting quite as terrifying as a giant green Sulfur Bat 
winging its way toward you. Their powerful wings make them 
agile and very hard to hit. Slow weapons can’t even touch 
them unless they're charging straight at you. Use rapid-fire 
energy weapons to clear the air around these nasty beasts. 
Each Sulfur Bat is worth eight Ego points. 


These nasty looking ratmen are a pain in the neck. They're 
quick and good with a pistol. Attack them quickly and keep 
moving to throw off their aim. Duke gets an Ego boost of five 
points for killing Vermen. 
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LEVEL 1 


WELCOME TO THE FUTURE 


Desperate to defeat the aliens that have enslaved Earth’s female population, the 
Unified Babe Resistance has reactivated the Earth Defense Forces’ time machine and 
gone back in time to get the only hero ever to defeat the alien menace—Duke Nukem. 
“They may be the hottest commodity in the universe, but no one messes with Earth 
babes and lives,” quips Duke as he enters the time portal. As Duke enters the babe- 
rich future, it doesn’t take him long to see that something’s not right. The time 
machine that brought him here is badly damaged, and mutant creatures are chasing 
babes around the complex. Duke has to make his way through the Earth Defense 
Forces base and hook up with the UBR before it's too late! 


1. CLEAR THE WAY TO THE GENERATOR. 


2. RESTORE POWER TO THE BASE. 


3, MAKE YOUR WAY TO THE SURFACE. 


1. MISSILE CRANE ROOM: 


2. ELEVATOR SHAFT: 


3. ELECTRIC TESLA ROOM: 


CHEAT UNLOCKED: BIG HEAD DUKE 


Objective 1: Clear the Way to the Generator 


As you take control of Duke, you'll see a Ratman at 
the end of the hallway. Take out the Ratman, and 
then shoot all the crates in the area near the time 
machine and hallway to find some Handgun Ammo, 
a Pipe Bomb, and a Laser Blaster. Destroy the 
Ratman ahead, and then quickly explore the short 
hallway on your right, where you'll find another crate 
with some Combat Shotgun Ammo inside. Return to 


the other room and head for the open elevator doors. 


Always use Duke’s target lock (L1) 


to battle Ratlings. They move too fast for you 


to target them manually. 


OO we ARDEA RY 
\ Leap into the elevator shaft and grab the cable 
\ inside. Climb down to the bottom of the shaft. Jump 
up and grab the ledge above, then pull up to reach 
the next floor. Blast the Ratman in the hallway, then 


\ head for the end of the hall and grab the Sniper 
Rifle. 
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Party time! Turn to your right and zero in (by using R1 Baan abh noe bt ade >) \ 
with the Sniper Rifle selected) on the Gorilla attacking 
the babe in the control room ahead. Squeeze off a 
round to bring it down, then take a peek over the 
edge of the railing. Kill the Ratman below by using 
Sniper Rifle shots before you proceed. 


Position Duke under the overhead crane track near \ 
the right side of the platform. Jump up and go hand- 
over-hand to reach the babe in the control room. 

Once inside the control room, push the red button. The missile hanging from the 
overhead track will move a bit, which will allow you to reach the room across from 
the control room. 
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Jump back up to the overhead track on _ 


the left, and climb forward on it. Look to 
the right, across from the platform where 
you found the Sniper Rifle, and face 
toward the cracked wall. Pull out your 
gun and shoot the wall down to reveal 
Secret Area 1. Jump into the water inside 


the secret area to reveal an RPG, then 


use the ladder to climb back out. 


» 


FOUND A-SECRET*AREA 


Go back to the platform where you found the Sniper Vir a 


Rifle. You can drop down and use one of the ladders S \ 
under the platform to get there quickly. Once you’re on \. \ 
the platform, jump up to the missile track on the left \ = aN 
(as you face the secret area). Work your way hand- \ pa 

over-hand toward the open doors at the end of the 

tracks, then drop off and pull Duke up to enter. \ a 
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Immediately to your left is a Ratman; let him have it then drop into the watery area 
on the right to find some Combat Shotgun Ammo, and blast open the crate to find 
«eeeeseecese«€tihl Some Laser Blaster Ammo. Climb back up and head 
wi N down the hallway. The wall at the end of the hall 
| . around the corner is false; when you get close enough, 
it will break. Use your RPG to blast and destroy the 


on Ratmen waiting in ambush there. Grab the nearby 

_\ Ego Boost and blow open the crate on the floor to get 

a. some Combat Shotgun Ammo before entering the 
va cage. 
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LEVEL 1: WELCOME TO THE FUTURE 


Objective 2: Restore Power to the Base 


\ Push the red button inside the cage in this area to 
restore power to the base. On the left side of the 
cage you'll notice a trail of blood that climbs to the 
top. Climb up beside it, and you'll face a hole in the 

Fn ae cage that overlooks the elevator shaft. Jump across to 

oe \ the ladder and climb down into the bottom of the 


. shaft. 


Shoot the fuse block below to reveal 
Secret Area 2 with a Quest Item inside. 
Jump up to reach the bottom of the lad- 
der in the main shaft, and climb to the 
top. Climb up until Duke reaches the 


area near the time machine. 


Objective 3: Make Your Way to the Surface 


Head for the now open door around the corner from 
the elevators. A Pig Cop is just inside the door, so 
open fire as soon as you see it, then enter the room. 
Just inside the door, you'll come under fire from a 
Gorilla with a Laser Blaster. Avoid the electrical cur- 
rent and kill it before continuing. 
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the grate in the wall to reveal Secret 


Area 3, which contains Duke’s Biography. 


_ Carefully make your way across the room 
| ° by avoiding the electricity, and shoot out 

_ 
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Grab the Pig Cop’s Armor and the Laser Blaster ALA 


Ammo that the Gorilla dropped, then open the door in 
the corner of the room. As soon as he opens the door, 
two Ratlings will attack Duke. Kill these, then enter the 
corridor beyond the door. Duke will receive a message 
from the UBR telling him to make his way up to the 


surface ASAP. ee 


Enter the door ahead that leads to Laser Testing and 
take down the Pig Cop and Ratman inside. Break the 
glass surrounding the control room, and then push 
the red button inside to activate the laser. Move the 
mirror in the center of the room by pushing or pulling 
the block it’s on until the beam strikes it; this will 
blast open the door across the room. Now pull out 
your gun and kill the hapless Pig Cop behind it, if the 
laser didn’t already do it for you. 


Move the mirror so that the laser beam is no longer 
pulsing through the doorway, and then enter the small 
room beyond. The only way out of here is up—drag 
the wheeled cart under the grate overhead, then jump 
up and shoot out the grate. Jump up again to reach 
the bottom of the ladder, and Duke will emerge from 
this level with style. 


LEVEL 1: WELCOME TO THE FUTURE 


ies 


i naulbukvbahosialeulbica 


a TTT 


LEVEL 2 


THE FUTURE ISN’T SO BRIGHT : 


Since he’s unable to use the Earth Defense Force elevators, Duke will have to find 
another way up to the surface. Getting creative is no problem for the master of great 
escapes, but before he can reach the surface, he'll have to make his way through a 


maze of corridors crawling with alien guards. It won't be easy, but if it was, the UBR 
wouldn't need Duke, now would they? 
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Objective 1: Open the Dive Tank 


This level is a labyrinth of tight corridors and small rooms tucked behind closed doors. It's 


very easy for the aliens on guard duty to get the drop on Duke. As a result, you've got to be very sys- 
tematic in the way you cover this level. Don’t open a door if you're not prepared for a firefight with 


whatever's on the other side. 


a \ As Duke climbs through the grate in the floor, you'll 


| see a babe walking down the corridor toward him. 
There’s a Combat Shotgun in the corridor behind her; 
snag it, then enter the door marked “Dive Tank Area.” 


vo | 


A small, cute, cuddly Monkey is sitting in the corridor 
| to the right—kill it. Any animal that uses its own poop 
\ IGG w36 ~ = A\ as aweapon must be shot on sight. Enter the corridor 
ANALY S888 eee eee ee and go to the end through the door to the left. Get 
the Combat Shotgun Ammo in this room, and shoot out the middle box on the wall 


(there are three right next to each other) to get some Energy Weapon Ammo. Now 
go back out to the dive tank and kill the dead Pig Cop who shows up there. 


Walk toward the unopened door and accept the incoming message from the UBR 
before entering it. The cryptic message tells Duke to seek an exit through the Dive 
Tank. Now open the door and shoot the two Pig Cops and the Gorilla down the corri- 


dor on the left. After frying these enemies’ bacon, turn down the second corridor on 
the right, grabbing the dead Pig Cop’s Armor on the way. 


On the left side of the elevators, several Pig Cops hide behind a false wall that will 
shatter as Duke passes. Slaughter them and get the Hand Gun Ammo inside, then 
toss a pipe bomb into the area behind the passes ree 
elevators to take care of the laser-toting | oS 
Gorilla that will open fire as soon as you” 
turn the corner. Now go behind the eleva- | opens one of the elevators you just 
tors to the short corridor on the left, using — 
the auto-sight to target the pesky Ratling 
that’s nipping at Duke’s ankles. | 
Vii ance cana | | have one in reserve. 


red Elevator Override button inside. This 


_ passed, revealing Secret 1 and a Duke’s 


| Biography. Save it for later if you already | 
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LEVEL 2: THE FUTURE ISN’T SO BRIGHT 


one wall. Toss a Pipe Bomb into the con- 

trol room ahead to take care of the Gorilla 
waiting inside. When he's done taking his 
last breath, you'll need to enter the control | area. Go into the control room and press 


Ce UCR aR CRULURUCAL ACUMEN gee | if you look closely at the fan, it looks like | 
| there may be something behind it, but its | 


| position will not allow Duke access to this | 


room, but take a close look at the fan. | | the button twice—once to start the fan, 


| and a second time to stop the blades in 


_ just the right angle so there’s room 


between them for Duke to fit in. Climb up | 


behind the fan and jump up while shoot- 


ing to break through the grating here. On 


the ledge above, you'll find Secret 2, 


which contains a Quest Item. 
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\ Inside the control room, press the red button to turn 


| \ on the fan. To cross the water, Duke will have to ride 


Wil 


pe seam gla an 


N| the wind. Hug the wall of the fan room that ‘s closest 
‘| to the control room until you can position Duke near 
N as ___\ the fan. Turn around, and make a running jump to the 
r other side. You'll have to catch and hold the edge, 

\ , then pull Duke up to reach the ledge on the other 

Na G0 263 \ side. Don’t worry about falling into the water—there’s 
AANA YES SSS See SSeS ees” a ledge from which you can jump to the platform for 

another try. 

OOO eS SOE ee ee “= *AX XY 

Open the door ahead and push the red button. This 

\ 4 opens the platform above the Dive Tank, which will 

= ~_\ allow Duke to enter it when the time comes. Before 
\ q? » leaving this room, shoot the large cabinet on the wall 

. ’ nN to find some Energy Weapon Ammo. 
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Objective 2: Access the Top Floor 


Return to the corridor near the elevators by exiting 
this room through the closed door, then turn right 
and walk around to the left side. In the blasted area, 
you'll find some Dynamite that will come in handy 
later. Grab it, and the Duke’s Biography that you 
revealed in Secret 1 (if you haven't already gotten it). 
Once you're in the main corridor, it’s time to enter the 
Zero G Chamber. 


Enter the Zero G Chamber, where two Pig Cops will 
try to stop you. Wipe them out while using the corri- 
dor for cover, and then take out the monkey in the 
Zero G control room before stepping inside. 
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Get the Handgun Ammo in the control room, and 
then press the red button on the control console. 
Notice that pressing the red button not only rotates the 
Zero G machine, but also changes the location of the 
yellow light on the control console. Press the red but- 
ton again to move the yellow light to the third loca- 
tion. When the Zero G machine stops moving, re-enter 
the chamber. Climb the Zero G machine's central sup- 
port and jump up to reach the crossbar. 


Walk toward the square end of the machine and stand on top of it to jump and reach 
the ductwork above. Walk to the right end of this duct and jump up to reach the duct 
above. To your left is a grate marked, “Danger, Opening Dive Tank Doors.” Don’t go 
into this room yet; instead, turn to Duke's right and make a running jump to the sus- 
pended duct. Now turn to right again and make another running jump across to get 
the powerful but limited range Energy Weapon. Next, turn around and jump back 
onto the Zero G machine to make your way back up to the grate. 


Shoot the grate and enter the chamber behind it. This oe) 
will put Duke high above the Dive Tank below. Dive in | 
and shoot the grate on the bottom of the tank. Swim 
through, but watch out for the Ratling prowling 
around down here. Swim down the tunnel, and up 
through the hole at the other end to reach the rest- 
room (don't even think about what must be in the 180 =43 
water). N —— 


LEVEL 2: THE FUTURE ISN’T SO BRIGHT 


Objective 3: Blow the Way Out 


Pad Kick open the stalls here and kill the lone Pig Cop 
\ 


behind one of them. As you leave the restroom, turn 
\ right and kill the excrement-tossing monkey in the 


hall, and then open the first door on the left. 
Shoot the flaming barrels scattered 
1 : y | around this area to clear them out, then 
ra) IBD Pepa ae = 314 \ | 
LANNY TCC | grab the Flame Thrower, Handgun Ammo, 
_ and the Laser Blaster from the conference | 
| room table. When you shoot the flaming 
Exit through the door in the conference barrels near the screen it will blow up, 


room, then go down the hall past the rest- _ revealing Secret 3, which contains some __| 

room and look to Duke’s right. Fry every- | 
: ; Combat Shotgun Ammo. 

one you see, then turn left again and kick 

open the door with your gun, ready to 

toast the Gorilla inside. Walk into this sec- 

ond restroom and kick open the middle 

Stall to find a Pig Cop who will cough up 

some Armor when it dies. 


Exit the restroom and wait for a Pig Cop to 
walk out of the open area on the left. . 
Ignore this area for now though, and con- | soe 

i E aa) Hitt 
tinue down the hall to the end. Turn right ANNE: 
and kill the Gorilla at the end of the hall in | 
front of the elevators. 


Head for the elevators and kill the second Gorilla here, then open the door on the 
left-hand side. Shoot the Gorilla inside and he'll cough up a Detonator. Now that 
you've got the Detonator, it’s time to blast your way out of here! 


Go back down the hall to the open area you passed 

\_ ae ’ before, but watch out! As you leave the area near the 

ee } \ elevator, a section of the wall on your right will shatter, 
\° revealing an ambush of two Pig Cops and a Gorilla. 
oh A Also a few more Pig Cops will show up to try to keep 
\ you from making it back to the Explosives alive. Once 
you're in the open area with the dead babe and the 
\ 


\ 
\ a sun shining through the roof, use the Detonator on the 
@ lv = 33 AN device in the center of the room; doing this will blast a 
y for Duke to reach the surface. 
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LEVEL 3 


BIG GUNS 


Duke has finally reached the surface only to find several babes pinned down by hos- 
tile fire from Pig Cops and Baboon Troopers. To make things really interesting, 


Silverback, leader of the alien invasion, is flying over the area in his personal gunship, 


blasting anything that moves. The only thing that will bring him down is the anti-air- 
craft turret in the center of the area, but access to it is locked. Duke must find a way 
to rescue the babes, gain access to the turret, and blow Silverback out of the sky! 


1. BRING DOWN THE TOWER. 


2. FIND JANE. GORILLA 


3. USE THE TURRET TO DOWN SILVERBACK’S iT ROOPERS 


SHiP, - 


IP1G¢ Cops _ 


BABOON 
TROOPERS 


1. NEAR THE ANTENNA TOWER: 


2. NORTHEAST CORNER: 


3, BENEATH THE BOULDER, ALONG THE SOUTH | 
WALL: 


4. FROM SECRET 15: 


5. From Secret #4: 


CHEAT UNLOCKED: BIG HEAD ENEMIES 


Objective 1: Bring Down the Tower 


mo 
Tage 


This level consists of a large open area with several underground bunkers that contain 
secrets and the entrance to the guard tower. Silverback’s gunship prowls the skies 
above, and several Gorilla Troopers, Baboon Troopers, and Pig Cops hunt the babes 
on the ground. Duke's first goal is to locate Jane, the leader of this platoon of babes. 


He will then be able to gain access to the anti-aircraft turret, the only thing that can 
bring Silverback’s gunship down. 
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From your entry point, take a few steps back to get \ 
the Grenade Launcher, then move forward and blast 
the Pig Cop that appears in front of Duke. Keep going \ 
straight and stand on top of a small hill in front of the 
wall ahead, jump up, and then climb over the wall to Py 
reach the other side. You should be standing beside a W985 
large antenna. “Gisee 


say hi "ee, 
AAN ~~ EEE EES —« “u 


=| Look to your right and you'll see some _ 
metal plates on the ground. Shoot them 
to reveal Secret 1, an underground area 
with a Sniper Rifle and Laser Blaster 


_ Ammo inside. Climb down and get the 


_ goodies, then climb back up to the 


ground level. 


Move quickly to the base of the antenna and use a grenade on the Baboon Trooper 
beside the barn. He's toting a grenade launcher, so don’t mess around; kill him 
quickly or Duke will be history. 


Head into the barn now and kill the Gorilla Trooper that’s choking the babe inside. 
Shoot all the crates to score some Grenade Launcher Ammo and a Pipe Bomb. 
Grab the Detonator near the back of the barn, and then leave the barn. 


LEVEL 3: BIG GUNS 


‘Turn left out of the barn and head north- 
east of the turret (you'll see a Gorilla 


Trooper strangling a babe). Kill the 
Gorilla Trooper and shoot the metal 


plates in the ground behind one of the 
rocks here, revealing Secret 2. Drop down | 


here to get some Combat Shotgun Ammo 


and a Laser Gatling Gun. 


Now head back for the antenna. You'll notice that one 
of the antenna’s base supports has explosives 
strapped to it, primed and ready to go. Avoiding 
Silverback’s overhead attacks, step to the base of the 
antenna and place the Detonator on the support with 
the explosives. You'll have 10 seconds to get Duke 
out of harm’s way, so move it! The blast will topple 
the antenna, causing it to crash through the nearby 
grate in the ground. Drop down into the chamber 
below. 
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Objective 2: Find Jane 


There’s a Pig Cop around the first corner, so move 
forward cautiously and take him down (or toss a 
grenade around the corner). Follow the corridor 
downward until you can see a room ahead with a 
grate in the floor. Fire a grenade into the room near 
the back wall. As you approach, two Pig Cops will 

is step through the wall and ambush Duke. If you time 
Sy a AX your grenade shot right, the grenade will make quick 
work of them. Break the grate (if the explosion didn’t 
take care of it) and drop through to the room below. 
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Follow the hallway and climb the ladder at the end to reach the storeroom at the 
base of the guard tower. You'll find a Combat Shotgun inside one of the crates; grab 
YS baadebges beet \ \ it and then use the tall crates in the corner to climb 
\ \ up to the upper level. Jane sits on the other side of 


N \ one of the crates. When Duke talks to her, she'll hand 
\ \ over the Key Cube that gives Duke access to the 

Ne ae 3s \ anti-aircraft turret in the center of the compound, 
Jee ga -\ allowing him access to the weapon that can bring 
Na nk A down Silverback’s Ship once and for all. 
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Objective 3: Use the Turret to Down 
Silverback’s Ship 


. Before you leave the area that Jane is in, drop down 

onto the ledge across from her to find some Grenade 
ac Launcher Ammo and a Duke’s Biography. Climb 
} 
\ w 


back up to Jane’s hiding place and step onto the 
window ledge to Jane’s left. 
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= | Take a look down at the ground and | 
_ you'll see a large boulder. Shoot the boul- 


der several times and it will disintegrate, | 


revealing Secret 3, an underground room | 


_ with a Shrinker inside. Drop down and 
| quickly enter the chamber to avoid the 
grenade attacks of another Baboon 


Trooper. 
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LEVEL 3: BIG GUNS 
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Look at the floor in this chamber; shoot 


the light-colored floor tile to reveal Secret : 


4 below. Drop down fate the S000{ 
| | Drop into the pit—a strong updraft will 
the door ahead, and leap across the pit to 
cushion Duke’s fall to the ground below. 
_reach a Duke’s Biography. © 


Jump up, and the same updraft will allow | 


_you to reach Secret 5, a room with some 


RPG Ammo inside. Grab the RPG Ammo 
and search the room for the ladder 


above. 
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The next chamber is a trap; do not 


shoot the dark floor tile or the floor 
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will drop away to reveal a lava pit. 
Instead, shoot the panel in the wall 


and climb inside. The Quest Item is Use the ladder and the updrafts to reach 


hovering above the pit in the next a platform with a dark panel blocking the 


chamber; line up your jump across the way. Shoot the panel, and you'll be over- 


pit so that you can grab it in mid-air. looking the pit over which the Quest Item 
was hovering. Jump down to the left side 
and retrace your steps to return to the 
chamber where you found the Shrinker 
(Secret 3). Climb out and immediately 


attack the Baboon Trooper patrolling the 


ared. 
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Make your way toward the turret, killing the Pig Cops 
that appear to block Duke’s way. On the south side of 
the turret, you'll find the control panel. Since you now 
have the Key Cube, using the panel will open the door. 


Silverback’s Gunship 


Climb up the ladder and approach the turret to take con- 
trol of it. You'll see a targeting sight and two gauges, 
one for your Shields and the other for the Gunship. The 
turret has protective Shields that will keep Duke alive 
longer. Your remaining shield life is shown on the 
Shield’s gauge. The Gunship gauge shows how many hit 
points Silverback’s ship has left. Reinforcements in the 
form of Gorilla Troopers and Pig Cops will appear as you 
try to shoot down Silverback; take care of them quickly 


because they will chip away at your valuable Shields. 


To bring down Silverback, pick a spot that he crosses in 
his fly-by pattern and aim the turret there. His pattern 
varies, but you can usually look straight up and see him 
circling overhead. Keep firing at that spot, and he'll pass 
over several times. Once Silverback’s Gunship crashes, 
Duke will head for the next area to search for the ship. 
If Duke can manage to find Silverback before he 
escapes, this war will be over fast! 
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LEVEL 4 


GETTING WET 


ilverback’s ship has crashed into a part of the city that’s totally submerged in water. 
Duke must brave the dangerous waters to track down the gunship. There’s a lot of 


area to explore, fish to fry, and a babe to save before Duke can continue his pursuit of 
the evil Silverback and his henchmen. . 
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Objective 1: Locate the Downed Ship 


eames ena nt This abandoned building is almost completely under- 
\ 2 poe X water, but Duke's re-breather will allow him to stay 
ee gS \ under for as long as necessary. First things first: Blast 
fs, , the Shark swimming around when you dive into the 
| ‘ new area. Now, destroy the case that fell down when 


you dove into this area. This will reveal the Torpedo 
Launcher that Jane has so kindly provided for you. 


\ ine na N The Torpedo Launcher is a nifty piece of hardware; it 
“\) seeks its targets, so work hard to find ammo for it. 
Time to kick some fish butt! 
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Dive into the hole in the floor. Once you've sub- 
merged, you'll run into a couple more Sharks. A few 
Shotgun blasts or a blast from your Torpedo Launcher 
will take care of them. 


\- 
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Turn around, then follow the hall around to the right . 

and start searching the rooms. Take out a few Sharks \: ~ = 

then check out the cabinets in the kitchen and pick up \ ae, i 
the Hand Gun Ammo and Combat Shotgun Ammo. | = a 
In the bedroom, an Ego Boost is in the corner chest Ne 


and you'll find Handgun Ammo in the chest of draw- rates 
ers. There’s also more Combat Shotgun Ammo in the \ gems 
hallway chest between the bedroom and bathroom. \ AA BRBBAAEBEEBEBEEEE EE 


Swim back to the main hallway and enter the door- - 

way in the middle. You'll see some stairs beyond the 

doorway; swim down the stairs, where another Shark \ b 

is waiting to welcome you. Dispose of it. « 40¢ \ 
\P . 
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LEVEL 4: GETTING WET 


A When you go through the next door, have your 


4 \ Torpedo Launcher ready as two more Sharks to the 
t 
t 


left will attract your attention. Go to the suite at the 
end of the hall to pick up some Handgun Ammo. In 
the kitchen, you'll also find some Combat Shotgun 
Ammo and a Laser Gatling Gun Ammo, as well as 
‘7 108 | 53 IN some Handgun Ammo in the cabinets. 


In the hall, take out the trolling Sharks and get the 
Combat Shotgun Ammo from the chest. Swim into 
the bedroom and get the Handgun Ammo from the 
chest. Then head into the bathroom on the right side 


of the hall. Beware of the Cyberbrain hiding around 
the corner. Blast it with your Torpedo Launcher, then 


ie keep going. 


Gunsub 


Beyond the bathroom you'll find the Gunsub. From the 
hallway, you can easily take out the Shark flanking him. 
The Gunsub, however, is a different story. It’s going to 
take quite a bit of ammo to blast this bad boy from the 
water, but you should be able to pull it off safely using 
your Torpedo Launcher from the area near the sofa. 


After the battle, you'll find a Large Ego Boost by 
shooting one of the cabinets in the nearby room with 
the checkerboard floor. 


When you blew up Silverback’s ship, it went through 
the wall in the bottom part of the room you fought it 
in. If you go down into the water here, you'll find out 
that he had a babe trapped in his ship. Rescuing her is 
impossible for the moment unless you do a little work 
above water first. 
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Objective 2: Find a Tool to Rescue the UBR Babe 


Swim back out of the room to where you fought 
Silverback’s ship and look up at the rectangular hole 
in the wall above. Swim up and in and you'll reach 
a large room with several platforms around the 
perimeter. Climb the second platform. 


From the second platform you should see 
a white wall with a rectangular opening 
in it. While facing this wall, turn 90 
degrees to the right so that you're facing 
a red brick wall. Shoot the wall. This will 
cause a section of the wall to break open, 


revealing a secret room full of weapons, 


ammo, an Ego Boost, and some Goggles. 


Jump back out of the secret area onto the 


second platform. 


From here, look up into the rectangular hole high 
above you. Go through the passage and you'll find a 
room with a wire wall blocking your way. 
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Climb the wire wall. At the top, look down and you'll Vee EN 
see three Sharks patrolling the waters below. You can . a 

\ 
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shoot them with your RPG from your lofty perch, or 
you can drop down onto the ledge below to get a bet- 
ter view. Tread carefully; you're going to take a hit 
when you land, so make sure you can afford it. One Aes 2 
advantage to taking out the Sharks first is that youcan{ , © = 
then dive into the water rather than taking the hit \ rae 

from. landing on the ledge. 
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Once the three Sharks are out of the way, swim over 
to the base of the broken tower. Climb up onto the 
downed beam and walk across to reach the opening 
on the cliff above. 
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Climb into the opening to enter the Fire Station, and 
blast the emergency box on the wall to pick up the 
Axe. Go to the left, drop down into the locker room 
below and take out the Sharks underneath you before 
picking up the Freezer from the corner. There’s noth- 
ing inside the lockers or chests so save your ammo. 
Jump up onto the pole and start climbing. 
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Objective 3: Pry Out the Trapped UBR Babe 


Hop off the post in the upper room and get the 
Jetpack and a Large Ego Boost. Along the wall is a 
pair of Goggles (they're a little hard to see). Grab 
them and then climb back down. 


tw! 
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Return to the main area after your scavenging trip, 
where a Cyberbrain will be waiting for you. Wipe it out 
and then it’s time to try out your new Jetpack. Walk 
across the downed beam and arm the Jetpack. Use it 
to reach the RPG Ammo on the ledge near the wire 
wall, then go over or under the wire wall and head 
back toward the crashed ship. 
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| Go back to the area where you found the - 


_--— 


| first secret room. Turn to face the blue 
| wall full of large windows. Take a couple 


| of shots at the wall above the platform, 


| and you'll find another secret passage. 
Y ioghes _ From the secret room, swim down into the 


| Inside you'll find a Cyberbrain waiting to BY \ ra minh CMe OMA CR RT CRNE)| 
TL aoe aa that can be destroyed. Break open the wall 


eT ee eee Pee and you'll find yourself just above the area 
_ where the ship is located. 


you'll find. You must have Duke’s Jetpack 


in order to collect everything and to exit | Wee es} 


- - % «“ 


this area the way you entered. If you fall 


into the water without the Jetpack, you'll 
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have to swim out. 
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Take care of the Sharks and Cyberbrains in the area, 
then head for the downed ship. Approach the door on 
the back and use the Axe to rescue the trapped babe. 
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LEVEL 4: GETTING WET 
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left. Wind your way through the hall and inspect the 
rooms for power-ups. You can find some Laser 

Gatling Ammo and Combat Shotgun Ammo. Keep 
going, but watch out for any enemies lurking about. 


| Facing away from the ship, you'll see a hall off to the 


oe te es | 
aoe ma 


ree 
‘ 
y 


Continue to follow the hall around the ship, then blast 
the Shark near the end of the hall. Swim into the hole 
in the floor under the Shark you just dispatched. 
Watch out! A Cyberbrain waits for you to swim down: 
try to take it out from above with your Torpedo 
Launcher, but don't waste too much ammo unless \ wwe Biss 3 5 
you've got a lock on it. \ 
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| After you've dealt with the Cyberbrain, 


_ turn around and take out the Shark on 
| the other end of the hall. Enter the door- 
_ way near the Cyberbrain and pick up the 
| Goggles and a Duke’s Biography. Blast 
_ the light blue floor tiles, don the goggles, 


SECRET 


| and swim into the new passage to find a 


"secret area. Follow this twisty hallway From here, head to the opposite side of 


around to a waiting olammagnd the hall, where you'll find another stair- 
eT ome eee eee §=§=6 well. Swim through the stairwell and 

up the Quest Item floating near the floor | into the room on the opposite side to 
finish the level. (This passage will be 


_ blocked if you haven't yet saved the 
blown out area of the wall, then head b abe.) 


and the Mini Laser Gatling gun in the 


back to where you got the goggles. | \Y) Sina? ta X 
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Objective 4: Pursue Silverback 
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LEVEL 5 


TRAPPED | 


Silverback has escaped, and he’s taken one of the babes with him. Duke must pursue 


him to rescue the babe, but it couldn't possibly be that easy. A cave-in damages 

. Duke’s oxygen tank, leaving him low on 
air, short on time, and with little hope o 
| survival. Just the way Duke likes it—now 


-maybe the odds are a bit more even! 


q 


MR A 


= 


—_—_ aa i 


j= BR TR PR MR VM BR BR VB Va Ts 


= 


ss 
a 
j 
7 
a 
3 
4 
g 
7 


-~ 


i 
; 
, 
7 
7 
7 


. a TE 
\ 


a. = Sa & 


3 
3 
a 


> — 


7s 


» sr. 


». Rm a VE Se 
1 
{ 


a 


= = a. 


— 


~~ 


+ 


_ 


\ MMA NSIS aS ee the —— 


bene 


» 


> = 


fl viihchiatinblis tivo 


MULSSGREUS RAEN CR ATLL Tiss a ws a a a SS a ESS SSS SSS ac gl lh ty fn eA NA MWA WA PRO ER ea aN AE a ak SS SS SSS a SE a a Sell NL TAR LUN MAU R 


| 2 


Objective 1: Shut Down the Ventilation System 


Duke’s in serious trouble. With his re-breather damaged, he’s got limited air and time 


to do something about the water level here. eee ee€NNXY) 


You'll notice that the air in Duke’s tank is rapidly 
depleting. You've got to move fast to remove the 
water from this area before Duke drowns. 


Torpedo Launcher Ammo to the lower right. Equip 
the Torpedo Launcher now because this one-hit-kill 
weapon will reduce the time Duke will spend blasting 
away at enemies, giving him more time to search for 
the switches. Swim straight ahead to the wall and then 
head left. You'll notice a large boiler on the right. Turn 
left and head forward into the current. The current will 
then force you to take the first passage to the right. 


Swim right again and you'll find a bunch of enemies 
in a hallway with a strong current. Blast them quickly; 
you don't have time for a long, drawn out battle. 
Follow the current to the first room on the left. There 
is a switch for the Ventilation System in this laundry 
room. Quickly throw the switch to shut off those 
annoying fans and stop the currents. 
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Objective 2: Activate the Pump System 


>> Swim to the right from the switch and into the hall 

: where the current was. Follow the hall to the right and 
swim toward the ventilation grate in the wall. The hall 
will lead you to the left, where you'll find two Sharks 
guarding the Pump System. Exterminate them with a 
few shots from Duke’s trusty Torpedo Launcher. 
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If you have the air to spare, swim past 


the Pump System and below the next 


wall. Check the ceiling and you'll see a 


hole. Swim up the shaft to find fresh air 
and some Laser Gatling Ammo and 


Torpedo Launcher Ammo, then swim back 


down the 


Press the switch on the Pump System to lower the 
water level. Once the water is gone, you've got to fig- 
ure out how to get out of this joint. 


Objective 3: Blow the Boiler 


The only way to get out of here is to blow up the boiler. To do so, you'll have to 
locate three wheel valves to increase the pressure inside the boiler until it explodes. 


From the Pump System, head back down the hall to 
the laundry room (where the Ventilation System is). 
There you'll find a wheel valve. Turn this first wheel to 
increase the pressure. 
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LEVEL 5: TRAPPED 
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| Head toward the back of the laundry _| 


a 


room and across the hall to the right. In 


the wall on the left of thi see | 
name ened ammeme) Head back toward the Pump System from 


fl 


a vent near the ceiling. Destroy the vent (Bity: laundry room. Walk into the hall 


TT Rae och Aa beyond the pump and follow it to its end. 
There you'll find the second valve wheel. 
Turn the valve and watch the pressure 


build. 


Laser Blaster Ammo and an Ego Boost. 
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Objective 4: Escape From the Basement 


Retrace your steps past the Pump System, 
where you'll have to destroy a Ratman and | 
a Hoglodyte and continue around the hall — 
to the first room on the left. Head up the crates. Drag the crates to the side to find 
short set of stairs and, with the boiler a secret room. The path below leads to a 
down the hall to your left, head to the 
right to find a pit blocking your path. Put 
away your weapon and make a running 
leap to the opposite side of the pit. Duke them and collect your booty. 
should grab onto a crack in the wall. Inch 
your way to the right and drop down on 
the ledge. After jumping the pit, shoot 
three Vermen that show up and head 
straight down the hall to find the last of 
the valve wheels. 


Rather than turning the wheel, turn —_—s 


around and you'll see a stack of white 


room containing the Quest Item guarded | 


by a Ratman and a Hoglodyte. Destroy 
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Taking the Quest Item from the altar in 


the ceiling, and the room begins to col- 
lapse. Quickly use Duke’s brute strength 
to drag the altar to the side. Below it is 
another pit that you'll need to rush into 
before Duke is flattened. The path leads 


to a suspiciously familiar area. 


You must pass three trials to reach the 
end of this path. The first requires that 
you walk in one of the pits along the 

sides of the path to its end, if you don't 


it's off with Duke’s head. For the second, 


you need to hop along several pillars. You | 


must spell out Duke’s last name, 
“Nukem,” by hopping on the letters. Miss 
a letter and you'll be dropped into a lava 
pit. Lastly, you'll need to take a leap of 
faith across a gorge. Make a running leap 
and Duke will grab onto an invisible 
ledge. For all your troubles you'll find the 
Super Shotgun and then you'll be tele- 
ported back to safety. Hop out of the pit 
and you'll find yourself standing next to 
the last valve wheel. 


Secret #3 causes giant spikes to jut out of MAIViatmit-m arom e-em tale ole) (me) (2 


_ limit and blow it up. 
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When the boiler blows, the area fills up 
with water once again. You knew it would- 
n't be that easy, didn’t you? Head back 


toward the boiler to find the new area you 
opened. 
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_ Pass over the broken boiler and then head 
up the hole in the ceiling to exit the area. 
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LEVEL 6 


_ The babes have picked up Houston's PMS signal, but there’s still ground to cover. 


Duke has entered a section of the city that is completely drowned in water and full of 
collapsed buildings. He'll have to find creative ways to refill his oxygen tank as he 
scours the underwater city for clues. 
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Objective 1: Find the Library Terminal 


CE Cw ARE 

.. N Duke's oxygen tank is still damaged and he’s still los- 
’ ing air quickly. You'll have two options for keeping him 

\ alive in this level. One is to float over any of the fire 

hydrants blowing bubbles. This will slowly refill the 

oxygen tank. The other option is to pick up the Air 

Tanks the babes have scattered throughout the area. 


Each of these completely restores Duke’s air supply. 


There is a Shark down the right corridor as soon as 
you begin this area. Blast it out of the way before you 
shoot the mailbox to the lower right to get the 
Combat Shotgun Ammo inside. Proceed down the 
hallway where you killed the Shark. 


Y 


Jane patches a message to you to look for the Old City Data Terminal in the Library. 
With that information, Jane and the others may be able to help in locating Silverback’s 
hideout. 


Continue down to the end of the hallway and kill a Shark, then turn left and take out 
the pair of Sharks lurking down the next corridor. 


Stop at the fire hydrant to refill your air tank, then blast out the grate above the Public 
Library sign on the wall to the left of the fire hydrant to access the halls of the library. 
Watch out for the Sharks and Cyberbrains patrolling the hallways. Feed them buckshot 
sandwiches and grab the Goggles on the other side of two sets of bookshelves. 


Turn around and swim through the hall on the right, continuing to give the Sharks and 
Cyberbrains lethal lead poisoning. Go around the left bookshelf to get an Energy 
Weapon, then swim up past the Air Tank—you'll find the computer terminal. Approach 
it and Duke will automatically transmit the information to Jane. 


On your way back out to the library, grab the Air Tank. When you re-enter, there will 
be more Sharks waiting for you. Destroy them and quickly head to the exit before Duke 
runs out of air. 


When Duke exits the Library back into the hallway, 
another pair of Sharks awaits him. Give them a shot 
and refill your air at the hydrant, then swim into the 
opening across from the Library. In this kitchen, grab 
the Laser Gatling Ammo and shoot a few of the cabi- 
nets open for some Hand Gun Ammo. Head into the « ~ 
bathroom on the right, and then head out of the hole \\ Ss 
into the hallway and kill another Shark. IANS 


LEVEL 6: UNDERWATER STREETS 


|| Between the two apartment buildings you 


_can find a secret room. Put on Duke's 


; Goggles and Peer up at the ceiling where 

you'll find a slanted shaft that leads to an | 

| apartment with Laser Gatling Ammo, an 
Air Tank, and a Duke’s Biography. Grab 


| the items and exit the secret room. 
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Objective 2: Access the Evidence Room 


In this hallway, swim to the right, toward the fountain. Go past the fountain and to 
the far right of this wall toward Porky’s Donut Shop. Shoot the mailbox outside to get 
some Laser Gatling Ammo, then go inside and pick up the Air Tank on the ground. 
Check out the ceiling and you'll see a Pig Cop with a key hanging off his neck. Don’t 
be squeamish about taking from the dead—grab that key! 


Now that you have the Evidence Room Key, head for the Police Station, but watch 
out! Sharks have re-infested the streets. Take a right at Porky's and go to the end to 
pick up the Armor on the street, near the junked cars. 
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Go back into the hallway and enter the Police Station. 
As soon as you enter, you'll need to take care of the 
Shark in the first hallway. 


a 


Swim down the stairs on the right to the prison block 
and fire on the Shark swimming around inside. Check 
out the cells for an Air Tank and a Duke’s Biography. 


Swim to the far-left cell and locate the 


passage on the left wall that leads into 
the adjoining cell containing Torpedo 


Launcher Ammo. 


Head back up the stairs and past the entrance. You'll 
find a second staircase you must ascend. In the room 
across from the Police Evidence area, you will find a 
Sniper Rifle. Blast the file cabinets to pick up the 
Hand Gun Ammo. An Air Tank is on the floor in front 


of the file cabinet in the back of the room and some 
Goggles are on a desk. 


Now head for the evidence room. Inside you can gath- 
er the Combat Shotgun Ammo, Air Tank, and, more 
importantly, the Detonator. 


Objective 3: Blow the Hidden Exit 
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Now exit the police station and head for the fountain 
Straight in front of you. You have to approach the bot- 
tom of the fountain correctly before Duke will auto- 
matically place the Detonator in the right place to 


blow up it up. Once you've got it in place, get out of 
there! 


After the Detonator has done its job and blasted the 
fountain to smithereens, swim down the newly 
formed hole. 
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After entering and before continuing 


down, t nd and blast the qrate in oes F , 
oe ae goes es Swim into the small hole in the side of 


the wall to get the Quest Item. Once you the wall to exit the level and pursue 
have the Quest Item, you're done here. Silverback. 
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LEVEL 6: UNDERWATER STREETS 
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LEVEL 7 ? 


‘ o 


WHAT'S THAT SMELL? 


Duke has found the entrance to Silverback’s hideout, but the area is well protected. 

All of the stinky alien pigs have created a poisonous stench that even a tough guy like gf | 
Duke can’t stomach. He'll have to stay high and dry to make that final push past A ~~. 
Silverback’s evil minions and into the hideout. 
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Objective 1: Align the Sewage Ventilation System 


Tropet et ttste TT TASS At the start, turn to the left. Kill the Baboon Trooper 
Oe ee there and hop the bridge (it collapses if you walk on 
it) and collect the Laser Gatling Gun from the alcove. 
Drop off the platform and into the muck below. 
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‘Stay at at the top op of the muck and swim : q 
_ toward the grate below the alcove. Blast | 
the grate and swim inside to find a Mini 
Laser Gatling Gun. You'll have to go 
underwater for just a second to reach it. 
The muck can be deadly to Duke, 
but it won't hurt him as long as he isn’t sub- 


merged. 


bend to the left, and you'll find a ladder. Climb the lad- 
der and then take a right into the enemies’ playroom. 
Don't let the bazooka-toting baboon in this room have 
any fun, though. Strafe around to avoid his powerful 
shots and spank this monkey! 


\ 
7 Swim through the goo to the end, then around the 


«40 oe 
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a seaman 
Check between the vending machines to find a Large Pp ) 
Ego Boost. Then kick open the steel door to get - f 


another Ego Boost, Laser Gattling Ammo, and a 
Flame Thrower. 
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LEVEL 7: WHAT’S THAT SMELL? 


—- ‘“XNW The second steel door has a Hoglodyte behind it that 
attacks as soon as the door is opened. Have your gun 
ready and blast him, then drain the sewage from the 
lower levels by hitting the Septic Release button on 
the wall. You can also blast open the middle filing 
cabinet to find some Flame Thrower Ammo. 


Across the hall is a Biomask guarded by a Hoglodyte. 
Smoke the pig, then grab the Biomask and return to 
the starting point. 


Som  @ i010 
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Before entering the main room, take out the 
Hoglodyte and Sulfur Bat before stepping into the 
stench. When he enters, Duke will don his Biomask 
automatically, but he won’t have much air. Watch out 
for even more enemies, especially the nasty Sulfur 
Bats. They're hard to hit even at short range. 


Your jumping prowess will be put to the test on this 
level. The wooden planks will break and give way 
when you step on them, so you'll have to jump across 
them to reach the safety of concrete. If you get knocked into the sewage, look for the 
lighted cave to the side. 


Kill the Hoglodyte on the other side of the bridge, then head along the path to the 
right. As soon as you enter the first room, take off your Biomask—you don’t want to 
waste precious clean air. In this room you'll find two packs of Dynamite and a 
Duke's Biography. Collect the items and then drop off the side to the ledge below. 
You'll find a Jetpack there that will come in handy soon. 


‘After grabbing the jetpack, turn around | 


and shoot out the opposite wall. When 
the debris clears away, walk inside to 


find a Freezer and this level's Quest Item. | 
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Climb back on the ladder and jump across to the 
other side. Exit this room and run back along the 
bridge to the leftmost door across the room. After you 
enter, be sure to take off your gas mask again. This 
room holds an Ego Boost and a Biomask. Check 
behind the door on the left to get an Energy 
Weapon. This is the area you go to if you fall in the 
sludge in the main room. 


Go back into the other room and go through the sin- 
gle door. In this room you'll find an RPG and 
Shrinker Ammo. 


Exit the room through the double doors and look to 
the left. Jump across here to get some RPG Ammo, 
then again over the pit to the right along the perimeter 
and walk to the end of this ledge to pick up another 
Gas Mask. Turn around and look up; you'll see a ledge 
high above with a ladder on either side. From here, 
use Duke's Jetpack to fly up onto the ledge, then climb 
up the left ladder. It doesn’t matter which ladder you 
climb; they lead to the same area, but the left one has 
a Duke's Biography at the top. 
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eee ewe eee ee CUNY 
ees & a. x The next area is full of Sulfur Bats, so be careful. Don’t 
auto aim if Duke is walking forward, because if a 
Sulfur Bat shows up to his left or right, he could end 
up falling off of the catwalk into the gruesome water 
below. Spend some time picking them off immediate- 
ly after entering the room, while standing still on the 
catwalk. 
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Head to the left and you'll see a tunnel ahead. Enter . 
the tunnel and you'll find a valve wheel for the Vent te 
System. Turn the wheel and you'll turn the cylinder in ere us 
the room's center. \ S = : ~ 
ae: > oS bo “ewe SREB 


LEVEL 7: WHAT’S THAT SMELL? 
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Exit on the opposite side of the tunnel and continue \ | 
following the catwalk around to the other side of the 
main room. Down the first hollow to the side you can 

find a Shrinker. Continue on the catwalk to the tunnel \ 
across the hall. Kill the Feral Rat, then turn this second \ 
valve wheel to reveal a tube in the center of the cylin- . 
der. One more valve to go! \ 
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. 
. Jump down to the floor below. Try not to fall into the 
sludge, but if you do, just climb out of the water onto 


A the platform. Walk to the platform near the cylinder to 
get a Jetpack. 


NF os 1 S0 En 


After grabbing the Jetpack, turn around and enter one Vi oo \ 
of the openings in the distance. This tunnel goes \ > | N 


around the big room in a circle. There is Combat ’ \ 
Shotgun Ammo, Energy Weapon Ammo, and b 
Flamethrower Ammo in the tunnel, and you'll need =, 
it to face the Hoglodytes that materialize and attack as | \ 
Duke makes his way around the tunnel. Eventually, \ \ 
you'll find Vent System 3. Turn the wheel and the Ni “oo Beery \ 
NAAAVE S88 tect eecceees 


cylinder will be fully aligned. 


we tart } — Access to Silverback’s Hideout 


Weng | ‘ Sipe to the center of the big room and hop into the 
\e2 | \ cylinder to be lifted out of the level. 
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LEVEL 8 


SILVERBACK’S 
STRONGHOLD 


You've got to find the Stealth Generator and zap those poor captured babes back to 
Jane at headquarters. There will be lots of apes and pigs trying to stop your progress, 
but keep pushing through to save the babes and reach Silverback! 


. RECOVER THE STEALTH GENERATOR 
WEAPON. 


GAIN ACCESS TO SILVERBACK’S LAIR. HOGLODYTES 


. ELIMINATE SILVERBACK. 


BABOON 
TROOPERS 


. ABOVE THE TENTACLE CHAIR: 
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. BIG ROCK IN THE CEILING: 


SILVERBACK 


. GRATE AFTER THE RAMP: 


CHEAT UNLOCKED: TEMPORARY 
INVULNERABLILITY 
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Objective 1: Recover the Stealth Generator Weapon 


\\ 
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\ Okay, obviously you can’t go straight unless you want 
2. \ to be barbecued, so head down the hall to the right. 
\ . Something invisible is kicking your butt. Don’t waste 
your time trying to shoot it—you'll only end up dead. 
\ Instead, pull out one of Duke’s more powerful 

\ 


x me weapons and quickly take out the machine emitting 
OD gc be the energy beam. Don’t just blast the top; blow the 

WAAAAYE SS estes eeeeeeee8) whole thing apart. Quickly turn around and blow apart 
the ape that’s been kickin’ your behind, along with his two buddies that enter from 
the next room. From the destroyed generator, pick up the Stealth Generator Ammo. 
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Pick up the Stealth Generator and finish off the two \ \ 
Baboon Troopers below before dropping down into \ 
the next area. You can bounce a Pipe Bomb off of the \ t 
outside wall to turn both of those dirty apes into Nz = \ 
blood smears. Be sure to pick up the Grenade \ se, | ' 
Launcher Ammo after you drop down. \ 2 ip Pier \ 
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° \ Armed with your new toy, the Stealth Generator, turn 
oN y 

\’ off the beams to this room on the panel right next to 
\ p 8 
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them and exit the room. Destroy the boxes in the bot- 
tom of the next area and pick up the Laser Blaster 
Ammo. 
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Objective 2: Get Some Ego From the Babes 


\ Before you take the ladder up, check the ledge above 
‘ \ for Hoglodytes. To clear the ledges of enemies, hold 
\ 
\ 
\ 
, 


down the auto aim, turn in the direction of the enemy, 
and fire while jumping. The number of enemies in this 
area can vary. Just be sure to check the ledge above 
before climbing to make sure there won't be a threat. 
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\ = as -\ Duke is a sitting duck while climbing. Be sure to get 
\ | 8 1 ign the Armor that the Hoglodyte on the first ledge drops. 
eye When you reach the second ledge, turn around and 
look back into the hole across the room where enemies are firing. Clear these guys 
out before continuing. 
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From the third ledge, jump over the small green part 
of the wall and follow the perimeter ledge. Blow open 
the crate to get a Pipe Bomb, then climb up into the 
hole above where you can pick up some more Armor. 
Ahead, you'll find a room with a molten lava floor. 
Blast the floor tiles out from underneath you. Drop 
down to the ledge below, and then blast out the 
grates in the wall across from you. Unless you've got 

a death wish, do not consider taking a hot bath. 
Instead, put away your gun and jump across the gap, grabbing the ledge, then inch 
your way to the left until you get to the open spot where you can stand up. 


This is a tricky jump. If you get a running Climb up the ladder on Duke's right 
to the area above. Pass the frozen 
babes and continue up the ascending 
hallway. At the end of the hall, blow 
as you can against the wall behind Duke, and press Up | oyt the floor panels to reveal a multi- 
and Square at the same time. This will make a jump level room. Climb your way down, 
destroying any boxes you see, and 
you'll find Mini Laser Gatling 
aa Ammo, a Flame Thrower, Handgun 

_7 Ammo, Flame Thrower Ammo, Goggles, Laser 
Gatling Gun Ammo, and the Quest Item. Kill the 
Feral Ape here for some Armor and use the switch to 
the side to shut off the laser and exit the room. Three 
Pigs will teleport in as Duke moves forward. You may 
want to have a stick of Dynamite ready to plaster 
them to the wall before grabbing the Duke’s 
Biography and more Armor. 


start to the edge of the platform, you'll bounce off of 


the wall. Instead, put away your gun, back up as far 


just long enough to barely catch the edge of the ridge. 
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\ snes #4 You walk into a nasty little area with a Baboon 

eee |= \' Trooper and a Hoglodyte. After ridding the world of a 
few more baddies, gobble some goodies strewn about 
the room—a stick of Dynamite and some Energy 
Weapon Ammo. 


LEVEL 8: SILVERBACK’S STRONGHOLD 


There are six terminals in this room. Two of them 
require the use of key cubes. Shut off the energy 
*_\ beams at the terminals next to the containment fields. 
= gh Then be sure to use the two terminals on the platform 
-_ \ inthe middle. They shut off lasers in other areas that 
co AN you won't get to for a while. 
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| Blow up the tentacles on the examining | 


; ; | chair (it takes a lot of ammo, so use an 
Now that the containment fields are 
down, go into the first door on the left 
from the entry. Blast out the Baboon | the remaining post and climb the ladder 


Trooper on the bottom floor, but watch up to a secret area, where you can get an | 
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RPG use if you have one). Hop up onto 


lobbing grenades at you, so take him | | 
out quickly! Take the ladder up onto the 1 around, and you'll see another hall. Jump | 


ledge to get the Blue Key Cube and across or use your Jetpack to reach the 
destroy one of the crates to get some | ledge. Beyond, you'll find some Freezer 


Mini Laser Gatling Ammo. Ammo. Drop down the hole and you'll be 


Vel a =e in the hall with the frozen babes you 


passed earlier. Head back up the path 
and drop back down into the room with 


the terminals. 
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Ni io In the room full of terminals, shut down the laser gate 
Ne ee on the right. Go into the room, but be prepared for 


Naat sara : YN three nasty enemies. Wipe them out and then deacti- 

vate the consoles on the ledge above to stop the spin- 
ning mechanisms. Shoot each of the babes with the Stealth Generator to free them 
from their alien bondage. Also be sure to grab the Red Key Cube, which one of your 
enemies will have dropped. If you need energy, talk to all the babes before saving 
them and get the Ego Boost behind the babe on the left. 
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Objective 3: Eliminate Silverback 


ee eee eee ees === 8882 Now that you have both key cubes, go back and acti- 
\ | aN vate the console in the main room, which you could not 
\ g a access before. Walk down the hall and destroy the 
Baboon Trooper and two materializing Hoglodytes wait- 
\ ing on the other side. 
| \ 
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to that one. Now turn around and walk to the wall. 
Turn left and drop off to the platform below, then walk 
around the edge of this platform. When you reach the 
end, turn left and walk off. Shoot the Baboon at the 
end of the corridor to Duke’s right, then turn around. 
Put away Duke’s weapon and hold Up to walk toward 
the block floating in the lava. Duke should grab on to 
the edge and pull himself onto the top of the block. Hold Up again to climb up to the 
platform in front of Duke. 


Blast the grate to the right and leap over the slanted part of the platform into the 
opening. Follow the path around to reach a ladder. Look up the ladder and notice that 
there are lasers on the ladder. If Duke gets hit by a laser, it’s goodbye hero, hello con- 
tinue. Watch the lasers for a few seconds until you have the timing. They start at the 
bottom and move up every few seconds. As soon as the lasers leave the bottom posi- 
tion begin climbing the ladder. The lasers will stay one step ahead of Duke the whole 
way up. When you reach the top, shoot all of the crates to get Laser Gatling Ammo, 
Laser Blaster Ammo, and Flame Thrower Ammo. 


Now stand on either side of the blue platform and drop down the platform on Duke's 

side. Put away Duke’s gun and stand on the right side of the platform facing the 

big room. From here, run off of the edge. If you did it right, you should have ae 

the edge of the block floating in the lava below. Pull wos 
Ye 


yourself up and jump to Duke’s left across the lava, ee 


into the hallway. 


Take the ladders up to reach the next area. Watch out 
for the Hoglodytes above. You can pick them off from 
below. Look for Armor and the Pipe Bomb, keeping 
your eyes open for even more Hoglodytes as you 
climb. At the top, pull yourself up into the hole in the \, | 
wall. 
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LEVEL 8: SILVERBACK’S STRONGHOLD 


In the next room, blow open the crates to get some 
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7 \’ Freezer Ammo and make a little jump up to net Duke 
\ jump up 

\ \ the Grenade Launcher Ammo on the shelf above. 

: * There’s a laser field in this area blocking the next door, 
| ‘4 less you followed the previous strategy and used 

\ . = ~~ \ the two switches in the terminal room earlier. 
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“Shoot the large rock on the ledge nextto B-\|yvimit-a ell melceltlatemelate you'll find 
the Grenade Launcher Ammo to finda  BYe\UX-moy-(e.@-1m UMNO UM (ob 
Bea cee! Blast the tiles in the floor across from the 
| Biography and a Jetpack. | entrance and jump into the hole. You'll 
| _need some serious firepower down here 
because this area is infested with Baboons 
_and Pigs. 


Continue forward across the train tracks, 
watching out for a horde of Hoglodytes 


and Baboon Troopers. Climb the ladder at As you enter the area, there's a ledge | 
the end of this and follow the path around, | _ running around the top. Look behind and 
killing the Baboon at the other side. When _ _ above you, then gun down the Baboon 
you reach the end, grab the dead mon- | | Trooper on the ledge. Climb up the ladder, | 


key’s Armor and turn to the right to take 

out another Baboon. There's a huge grate 
directly next to Duke. Break it down, and 

then shoot the rock behind it (both will 


_ grab the Large Ego Boost, and destroy the | 
| ceiling grate to find a secret area. Climb | 


_ to the second ledge in the secret areato | 
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take a lot of firepower). At the end of the | _ pick up the Mini Laser Gatling Gun, then _ . 
new path, you'll find an RPG and some drop down to exit the secret area. | 
RPG Ammo. | | 
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Jump to the ledge where you killed the second 

Baboon—you'll find an Ego Boost and another con- Tee) 
sole. Activate it and one of the frozen babes will bash | : 
open a new area. | 
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Drop down and follow the tracks to the right toward 


the new area. When you reach the new area, you'll 
come face to face with who else—Silverback! 


Silverback 


Silverback has two main attacks to watch out for. First of 
all, if Duke is far enough away, Silverback will fire a 
laser shot that will shoot Duke into the next universe if 
he’s not careful. His other attack is a ground pound that 
causes an explosion that can knock Duke off of his feet 

_ and take down precious energy. As the level begins, turn 
around and run down the corridor to avoid Silverback’s 
ground pound. Try to stay as far away as possible and 
pound away at him with one of Duke’s Gatling weapons. 


Once the battle has begun, you can take it out of 
Silverback’s room into the hallways of the stronghold. 
One good strategy is to run to the end of one of the hall- 
ways that Silverback’s hulking armor can't fit through, 
and shoot at him with the RPG or a strong laser. Keep 
your distance and strafe back and forth to avoid his 
laser blasts. Keep moving; a stationary target is a dead 
target. 


Just keep pumping lead into Silverback’s battle suit 
and eventually he'll fall. Then watch as Duke pays a fit- 
ting tribute. 


LEVEL 9 | 7 


BABES IN DISTRESS 


Duke is taken to one of the alien mines where babes are forced into hard labor. With v) 
Silverback defeated, the enemy is on the run and they're determined to take the 


babes with them. The caverns are filled with enemies and they've blocked the path in 


an attempt to slow Duke down. No matter: Duke is about to teach these pesky pigs a 
lesson in handling explosives. 
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Objective 1: Create a Bomb 


\"ias aoe ee \ Start off by turning around 180 degrees and walking 
Weg a _ \ behind the portal—you'll find a Flamethrower and a 

_\’ box containing Flamethrower Ammo. Next, go back 
around the portal and down the hallway, slicing your 
way forward through the Baboons and Feral Pigs and 
\ grabbing the goodies on the way. 
\ 


them. With the full retreat ordered, those worthless 
pigs are killing off the babes. If they can’t have them, 
no one will. \ 


The caves are full of imprisoned babes working the \ a 

mines. Be sure to shoot them with the Stealth \ ep 

Generator to get them out of harm's way. If you wait “mig = 

too long, one of the Feral Pigs will be sure to kill ae : 
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Vis: jae =a When you reach the first fork in the path, things will 

: 3 *\\ begin to get really hairy. Feral Pigs fill the halls. Blast 
them all to kingdom come, but watch out for the 
babes. Head straight into a room with a water valve. 
Use the valve to raise the water level and thus raise 
the floating, frozen babes in the next room. Be sure to 
pick up the Combat Shotgun and the Ego boost on 
the large platform in the center of this room. 
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\ On the other side of the large platform is a pool of 

\ water. Swim under the water and into the adjacent 

, room. Take out the enemies from the relative safety of 
\ the water. 
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me Check out the cracked gray wall under | . . 
Return to the main area and climb onto 


| _the ledge above where you entered the 

| area. Above the prone figure ofapast Miu M@r-) Rite) 111) Cale Mile) i Leress 
| adventurer, pick up the Mini Laser _ the floating, frozen babes to reach the 

| area on the other side. 


the water. Blast it open to reveal a secret 


| Gattling Gun, the Energy Weapon Ammo, 


and a Duke's Biography. Jump back in the } 5 
{ If you have a lot of trouble with 


_ water and return to the lake with the ¥ : 
| this, you can always use your Jetpack if you 


} floating frozen babes. 
still have fuel for it. 
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Climb the winding hallway up to reach the control 
booth for the elevator. Blast the Baboon Trooper on ‘ 
guard, take the Shrinker Ammo and Grenade \ 
Launcher Ammo, then activate the elevator. Return to 
\ 
\ 
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the previous room and swim your way back to the 
fork in the path. 
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At the fork, head down the left path. This leads to the 
elevator. It isn’t as easy as it sounds. You'll face a 
room full of Feral Pigs and Baboon Troopers, so be 
ready with your big guns. 


Hop on the elevator and ride it up to the conveyor 
belt. Apes and pigs flank either side, so watch your 
back. Ride it to its end and watch out for those nasty 
Baboon Troopers on the other side. 


Jump into the water below and swim along the bot- 
tom of the building. Head toward the back wall and 
you'll see a narrow opening. Swim inside and you'll 


find the Laser Blaster Gun and the Detonator. Grab 
these items and then head back to the conveyer belt. 


On your way back, make sure you grab the Armor just 
outside the opening. 


Watch out for any new enemies. This time, explore the 


hall to the left. When you get to the fork, take a right. 
The Ignition Wire is just across the dip in the floor 
and an Energy Weapon is in the dip. 
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Retrace your steps back to the fork in the road. There 
will be more enemies to deal with along the way. 
Continue forward past the fork and walk toward the 
landslide to blow up the wall. Don’t go in here just 
yet, though; follow the path left of the landslide. Climb 
the ladder in the building to the right to get the 
Armor, Grenade Launcher Ammo, and Explosives. 
Now that Duke has the Explosives, you have all of the 
components to make one heck of a bomb. 
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Objective 2: Blow Open the Landslide 


ETT gaa NN Drop back down and exit the room. Rather than head- 
—. \ ing back to the landslide, head right, into the other 
section of the building. Watch out for a Baboon 


Trooper waiting around the corner. Take the Ego 
Boost, Large Ego Boost, and Energy Weapon 
Ammo here, then blow away the crate to get some 
Combat Shotgun Ammo. 


‘Do a little redecorating by destroying the 
bookcase. Drop into the water below and 
you'll find the Quest Item. Blow up the 


cracked wall behind you to make an exit. 


This takes you to the large pool near the aPeTR rte acme catecitecm dilute ut: 
conveyer belt. Climb out of the pool to the =¥-\sye\e\s\> gua rding it, then walk toward it 
conveyor belt area and take the first left. ASORIa' the bomb and topple the landslide. 
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Objective 3: Destroy the Flux Grid 


"9 , : 


aN Of course, it just wouldn’t be a new area without an 

____\\ enemy waiting on the other side. Blow away the evil 

pig, and trudge ahead for the bridge. Pick up the Ego 
Boost on the left here if you need it. 


If you have a Jetpack to cross the chasm, that’s great. 
If not, assess the area below and drop down to the 
small red ledge to your left. Jump up and grab hold of 
a crack in the wall to shimmy yourself across. Drop 
down when you've gone as far as you can, and then 

| 9 climb up the small ledge that's just ahead. Now you 
196 & j isg,4\ can turn around and jump up to grab hold of the 
Ayes eae enccnceecneal’ bridge and pull yourself up. 
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Continue forward, pop the pig, and then hop up to the . 
ledge on the left to reach that gorgeous gun turret! | 

\ 


Flux Grid 


_ It looks like Duke was just in time for a piggy party. As 
soon as you get behind the gun, a horde of enemies 
will flood the room. Have fun! The carnage of fur will 

_ last for a while—long enough even to satisfy the leg- 
endary Duke Nukem himself. 


) You'll have to switch between firing on enemies and firing on 
the Flux Grid to clear this area. Watch the meter on the right 
side of the screen. When it flashes, fire on the Flux Grid (the 
big square with a diamond in the middle). When it stops 


flashing, switch back over to the apes and pigs. If Duke tar- 
gets a flaming barrel near a group of enemies, he ca#blow it 
up, taking out all of the enemies nearby. Be sure to keep an 
eye on your shield meter. If it runs out, Duke is a dead man.\ 


Once the wall is gone, take out the last couple of enemies 
and run through where the Flux Grid blew up to exit this 
level. 
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LEVEL 10 


HUNTER KILLER FACTORY 


Even though Silverback may be dead, it looks like Duke’s trouble has only just begun. 
The aliens have developed a cybernetic robo-babe known as a Hunter Killer. These 


metallic menaces are heavily armed and can easily blend in with human babes. Duke 
better put an end to this factory quick before the babes’ ranks can be infiltrated. 
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Objective 1: Disable the Assembly Line 


(a Hg so 
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Follow the catwalk around to its end and blast the 
babes on your way. Inside the room at the end, pick 
up the Ego Boost, Freezer, and Handgun Ammo 
before hitting the switch, which douses the lava pit 


near the start and blows a big hole in one of the 
pipes below. 


As you exit this room, stand on the stairs 
and look right. Jump over the chained 


rope and onto the platform between the 


two green fences. Walk to the far fence 


and shoot out the grate to Duke’s right. 


Strap on the Jetpack and fly into this new 


area to get a Shrinker. 


Now drop down onto the now cooled lava pit. Check 
behind the pipes to find a Laser Blaster. Lob a Pipe 
Bomb off the edge to blow up the Gorilla Troopers 

below, then hop down, grab the Laser Blaster Ammo 
that the ape dropped, and enter the hole in the pipe. 


* Kill the Hunter Killer in front of Duke and go forward, 
taking a right onto the stairs. Blast the Hunter Killers 
along the catwalk, collecting the Energy Weapon 
Ammo from the first box on the wall. 
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Go through the pipe and climb the ladder ahead. This puts you in a room with a cat- 
walk around the top of it. If you drop down and walk right, you will face a horde of 
Gorillas on the ground that can severely take down Duke's energy. It's better to use 
Pipe Bombs from the catwalk to kill off the enemies below. To do this, jump to the 
eee ee ladder across from where you entered the room and 
\Y oN climb up. Turn around and shoot the enemies that 
teleport in behind Duke and walk to the other side of 
the catwalk. Kill the Hunter Killer who drops an Ego 
= Boost, then lob a few Pipe Bombs off the right side of 
the catwalk to take care of the aforementioned 
\ 


y Me 


Gorillas. Before heading into the room past where you 
killed the Hunter killer, drop down into the floor 

Se AN 
below and take out any Gorillas you may have missed. 
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“From the floor beneath the catwalk, drop | 
| down into the floor below. Take care of 
any Gorillas you may have missed and 


look down the short hallway on the right. 


You'll find a large crack in the wall above. 


Blast it open to find a passage containing | 


SECRET [gy 


Goggles—take them and exit the passage. 


If you need energy and have a little extra Jetpack fuel, 
look around the upper portion of the room for a ledge 
with a Duke’s Biography on it. Strap on your Jetpack 
and fly to the out of reach item, then go back around 
to the ladder and climb up to the catwalk. Walk 
around the catwalk and when you enter the door at 
the end, drop some Pipe Bombs or Dynamite to 
Duke’s left to kill off the apes below. 


a a \ Drop down to the floor and go through the doorway. 
eal tL ££ 2 Turn right and kill the Gorilla Trooper on the other side 
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, — guarding the switch. Throw the switch, opening a door 
Y <= to a room full of crushers. Better hope you have a 

\ | Q couple of continues left! 
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Climb up the wall next to the switch. There’s some os ot aps 
Combat Shotgun Ammo and Laser Blaster Ammo = \_ oN 
to the side and some Energy Weapon Ammo in one of ie Pile ra i 
the boxes on the wall. Grab the first two items, and \ ‘ 
then drop down to grab the Energy Weapon Ammo Nis 
and face the crushers. Ne i i so 
\ AUTH Heese ects 


a SS \ 
\ . = = \ This part requires a bit of timing and nerves of steel. A 
N = § \ conveyer belt moves you forward as you pass through 
. \ the crushers. Wait for the first crushers to open and 

, | - | then step through. Take a step back to avoid being 

» = @ \ crushed by the next set. Repeat this process all the 
Ve <4 way through to the other side. This is tough. By the 
\ & oo jeo \ way, be ready to shoot a Gorilla Trooper on the other 
Aneel adabbedebebabebeded dab dababade side. 
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Blast the ape, then grab the Ego Boost and Freezer 
Ammo on the other side. Now head for the tread. The 
electrical field is a little easier to get across than the 
cruncher was. You have plenty of time to pass under 
the currents when the electrical field is just above 
Duke's head. 
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Step off the conveyer belt next to 


each electric field to help with timing. Don’t 
forget to grab the ammo behind each of the 


posts. 


Destroy the Hunter Killer that materializes at the end of the treadmill and hurry 
around the hall. 
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Check the rooms to the side of the hall to refill Duke’s 


energy, armor, and ammo. The attacks from these 
metallic babes are becoming more frequent, and 
they're attacking in groups of three, so be sure you’re 
at the top of the health meter to survive these attacks. « welt & Vie 
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Use the alcoves as cover when you're under 


attack. No sense in taking severe hits just because you're out- 


numbered. Tossing a Pipe Bomb or Dynamite will help even 


the odds. 
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Work your way around the hall, past the “Borg-like” 
lights. Step on the transporter, and then collect some 
much-needed ammo on the other side by blasting the 
boxes around the wall. 
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Take out the two Hunter Killers firing at you from 
below. Drop down, and then hoist yourself up to the 
dimly lit hallway on the right. Follow the hall around. 
Remember the Ratlings from the first few levels? Well 
they're back and just as annoying as they were then. 
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The halls are dark, so put on your Goggles to make 4 
the halls and your enemies easier to see. In the first 4 
hall, take the second right. The hall will twist a bit and 7 
then you'll come to a crossroads. To the left is the p 
Quest Item. 3 
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a | After grabbing the Quest Item, turn 
around and follow the hall straight to the | 
grate at the end. Blow open the grate, 
and then do the same to the second one. 
Hop down in the water to find a secret 
room containing Goggles, then return to 


the crossroads and take a right. 


aaah A 
From the secret room, return to the crossroad and \ " ; We 

take a right to find a room with some Hunter Killers. ya i 

Drop down and check the room behind you for some \ — a 

Ammo. Make sure to watch your back for a few more ‘ 

enemies down here. Ss, 
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Objective 2: Teleport Out 


Continue to the end of the dimly lit hallway to find a 
room with a Hunter Killer and a Gorilla Trooper. Mop 
the floor with them, and then destroy the boxes along 
the side walls to find some Combat Shotgun Ammo 
and Energy Weapon Ammo. When you're ready, just 
hop into the teleporter to finish the level. 
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LEVEL 11 


SPACE PORT 


Now that Duke has shut down the Hunter Killer Factory, the aliens are pulling out an 


taking members of the resistance with them. Time for Duke to find out what the 
aliens are up to and where they're taking the resistance captives. 
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Objective 1: Shut Down the Security System 


a bb hh bb hb eh SD OS DD DS 
\) »\ In this area, it seems like you can’t turn around with- 
\ out running into an Orangutan Trooper. In fact, as the 
level begins, there is one directly in front of Duke, 
welcoming him to the Space Port. Return his warm 
greeting with a couple of blasts from your laser, then 
take the Goggles and Pipe Bombs from the room. 
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Walk forward into the next room and take the Combat 
Shotgun Ammo to the left. Now climb onto the 
junked Van on the right half of the room and jump on 
top of the crane’s magnet, then from here, jump on to 
the wall of crushed cars in front of you. 
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\ N You'll have to battle Orangutan Troopers on the 


\ ground and on the wall after entering the next area. 

oe ‘ Try to take out the apes as soon as you can from your 
\ \ 
\ lofty perch here. Be sure to walk to the other end of 
\ the wall and grab the Combat Shotgun Ammo and 
‘e \ Flame Thrower Ammo before dropping down. 
\ ® m AG i So 


eee Shhh hhh EN 


Take the Duke’s Biography from the top of the Van 
in the middle of this room. If you already have one, 
use it, then pick up this one so that Duke will be at 
full energy. There is a lot more firepower when you 
round the corner, so you'll need to be prepared. Use 
the salvage cars as cover while you pick off the 
Orangutan Troopers on the ground and the upper 
wall. When they're cleared out, pick up the Grenade Launcher Ammo, Combat 
Shotgun Ammo, and RPG Ammo from around the room. 
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LEVEL 11: SPACE PORT 


You can’t do anything about the electrical field block- 
ing the next room, so head for the storage area. 


Go into the storage area and collect the goodies from 


the tops of the crates as you destroy the Hunter Killers 
on the attack. Use the crates as cover until you've 
cleared the area. 


Follow the hallway off of the storage area. This will 
lead to another electric wall and more target practice. 
Hallways jut off either side of this wall. You'll find 


Hunter Killers to take out in both rooms. Follow the 
hall to the right. 


Empty the room of metallic babes and climb up the 
ladder. 


Drop into the water here and shoot the grate on the 
wall to raise the water level so you can reach the 


switch. Now hit the switch to disable the electrical 
field. 


see: 
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. Torip back into the water and blast the 


grate on the wall to reveal a secret area 
where you can pick up Armor and the 


Quest Item. 


Objective 2: Defeat Hunter Killer Brain 


On the other end of the hall, you'll find another ladder 
and another pair of Hunter Killers. After extinguishing 
the babe guards, climb up the ladder to reach another 


control room. 


Unfortunately, to reach this control panel, you'll have 
to safely cross over that electrical field running across 
the water—easy to do if you're Duke Nukem! Take a 
running jump from the hall, and you'll safely grab the 
ledge that the control panel is on. Hit the switch, and 
the electrical fields will fall. 


Now it's safe to jump into the water and blast the wall 
| les grate to get the Duke’s Biography inside and to raise 
2 the water level in that room. Return to the central hall 
ay and enter the now deactivated door. 
EN 
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Lit SPACE PORT 


Clear the hall and take down those babes. The electri- 
cal field that was down before will activate again as 
soon as you cross into the next room, making escape 


impossible. 


Prepare for the mother of all boss fights so far this 
game—it's you against the Motherbrain. It has three 
different attacks that will leave you battered, beaten, 
and paralyzed. It’s very hard to make an attack count , = 
while the Motherbrain is attacking, so you'll have to a, 
get your licks in between ray cycles. | 


Motherbrain 


Between the Motherbrain’s attacks, fire on her protruding assets by holding R1 and aiming at 
your target, attacking with either a strong Gatling Weapon or the RPG. When her big guns start 
to turn yellow, it means she’s about to fire a stream of lasers at Duke. Strafe to the side to 
avoid the laser blasts. When they stop, target her chest again. Once part of her chest is blown, 
she will send a Hunter Killer after Duke. Kill it and turn your attention to the remaining metal- 
lic body part. This time, the Motherbrain’s attack is a big red laser that chases Duke’s body. To 
avoid this one, run around the floor in a big circle. When the blast ends, target the source and 
shoot like mad! When this second one blows, she will send another swarm of her minions after 
Duke. Toast these honeys and prepare for the Motherbrain’s strongest attack. 


When both of Motherbrain’s protrusions are turned to ashes, they will begin to turn a blue- 
green tint. Stop firing for a moment, then, at the moment it looks like she’s about to fire, press 
Left or Right on the control pad and Square at the same time to jump out of the way of the par- 
alyzing blast. After you're finished with the Motherbrain, exit the room and backtrack past the 
storage area to the first electrical field you passed on this level—it will be gone. 
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Objective 3: Obtain Space Suit and Flight Key 


Vie ae Take out the Orangutan Trooper guarding the door by 


\. _ \\ the wrecker. Once the coast is clear, grab the Ego 

: . \ Boost he drops and examine the wrecker. Duke will 
: , turn that door ahead of you into dust. 
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Unfortunately, the wrecker didn’t take out any of the 
Orangutan Troopers behind the door, so blast your 
way around the hall and proceed to the big fan. 
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Ai \ Time for Duke to get blown up onto the next ledge. 

i Take a leap of faith above the fan blade, and Duke will 
\ land on the ledge above. 
A \ 
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There are plenty of apes to go around in the hallways 
of this next area. Luckily, they drop fairly useful items. 
Have your big guns ready because you're going to 
need them. 
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LEVEL 11: SPACE PORT 


You can use the exploding crates 


in the halls to blow your enemies to bits. 


Continue through the hall on the right until you reach the room at the end. Enter the 
door here to find the Spacesuit. 


| space suits to reveal a secret room 


| containing Armor. 


Head back down the hallway, past the fan on the left 
to the big room, taking out the Orangutan Troopers on 
your way. Grab the Flight Key here. 
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Objective 4: Catch a Ride on the 
Next Flight Out 


Look over the edge of the ledge on the side of this room. If you stand at the corners 
of the ledge, you can pick off the four Orangutan Troopers on the ledges below you, 
two at a time. Once you've cleared the path beneath you, walk into the white tele- 
porter in the room next to this one to warp to the ship below! Examine the back of 
the ship and prepare for take off! 


PAARAAAAAAAAAAY 


Duke has reached the first part of the aliens’ base of operations high above the Earth. 
Things are about to get really hairy as these apes go high-tech with the help of their 
alien masters. Many of the babe hostages have been transported to the ship, so Duke 


will have to scour the area in hope of sending them home. 
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Mechape 


"I You've got a real nasty battle in front of you when you 
reach the Space Bay. The Mechape is big and nasty. Run 
behind your ship to lure it out of the corner, then once 

_ it’s in the open, stay behind it and pile into it with every- 
thing you've got. One of the Gatling weapons works well, 
or the RPG. If you're running low on ammo, run to the 

~ other side of the smaller ship and grab the Laser Blaster. 
Whatever you do, don't get too close or Duke will be 
frozen with a paralyzing laser. 


After the Mechape is toast, grab the Laser Blaster 
and the Combat Shotgun Ammo, then run up the 
Stairs to the left to find a Large Ego Boost, Energy 
Weapon Ammo, and Combat Shotgun Ammo. 
Return to the bay area and blow open the crate near \ 
the stairs to get some more Combat Shotgun Ammo. \ 


Now walk over to the other side and check out the 
other set of stairs. The door above these is closed, but 
there is a big laser in the center of the hall. One hit 
from that big gun and Duke would be history. Now go back to the bay and push the 
laser over so that it is aimed toward the doorway at the top of these stairs. 


Once the laser ts in place, jump up to reach the wire ledge above the boxes, use the 
lack of gravity to drift up, then push over to land on the ledge. Climb up the ladder to 
reach the ledge above. 


The mechanized walkway will take you around to the 
left. Watch out for Alien Troopers along the sides. 
Follow the walkway until it reaches a pit, and then go 
into the room on the right. 


ALAS 


There's another cloaking device in this area. After tak- 
ing it out, the guards will all be visible, so blast away, 
clearing the area. 
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Once the coast is clear, grab the Stealth Generator \ —— 
and Ego Boost on the left, then press both of the red \\\\ 
buttons on the control panels on the right to open the |) 
cell doors. NE 


On the opposite side of the room, there's another set of control panels. The panel on 
the left will give you a glimpse of a guard in a hallway. Take note of the patterns of 
the area in the middle of the three red circles above the door. The pattern is random, 
so you'll have to remember it later. You may even wish to jot it down. 
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Now press the switch on the right panel to activate 
the laser in the bay area. This will blast the door at the 


\ 
top of the stairs to smithereens. \ 
\ 
L 
\ 


\\ 
VE. 


\ ene = — — . Return to the second set of stairs in the hangar. Take 


a 


the Pipe Bomb, RPG Ammo, and Energy Weapon in 
here. 


Blast open the grating across from the items, then 
take out the Alien Trooper guarding the door. Now, 
where have we seen this before? 


Va 


Remember the insignia you saw on the control panel? NY = N 
Drop down into the muck below and shoot the three \_ \ 
buttons above the door, until they display what you 
saw on the control panel. Better do it fast, though—- t 
you're not getting bigger, the room is getting smaller : , 
because the walls are closing in on you. This sure \ * oe A: . 
looks familiar... \ x p. Bis 


LEVEL 12: SPACE BAY 


| Wade through the muck and grab the | gum. At the next landing, after blasting past__| 


items, then head up the stairs and blast the Alien Trooper, shoot out the gray part | 
the gray section of the wall at the landing of the wall above. Jump up and grab 
above. Jump up and go in to pick up the Duke’s Biography. 


Quest Item. 


Objective 2: Rescue All of the Babes with / 
the Stealth Generator 4 


Continue forward, and on the right you'll find some 
bathing beauties. Use the Stealth Generator on them 
to zap them back home. It’s a dirty job but somebody 
has to do it. 


After gathering the shower babes, leave the shower 
and continue heading toward the cellblock. Demolish 
the guards that have been keeping an eye on the 
babe inmates and, once the coast is clear, rescue all of 
the babes. The last babe Duke rescues will give him 
the Key Cube, which he can use to rescue Houston. 
Don’t forget to grab the Duke’s Biography in the far- \ | 
left room on the top floor. 


— 
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Objective 3: Rescue Houston 


ep \ Exit the cell area through the door next to the tele- 
-_ ~~ 4 porter. Don't use the teleporter; it’s only there for 
eee those who forgot to open the cell doors earlier. Go 
past the cell area and snipe the Aliens below before 
‘ jumping onto the catwalks above. Shimmy your way 


e to the end of the first set of catwalks and drop down 
sy 2 to the second. Make a running jump across the short 
eT i ie break in the catwalk and walk to the end. Jump up 


“and shimmy along this catwalk to the end. Drop down 
and make another running jump to the next catwalk. Jump across or use the catwalk 
to reach the control panel. | 


The gravity in the catwalk area is back to nor- 


mal, so treat the jumps from catwalk to catwalk as you 


would a jump in normal gravity. Also be aware that if Duke 
falls from this height, his energy will take a hit, and you'll 
have to climb back up to the first catwalk to try again. 


When you reach the other side, activate the panel with 
the Key Cube, which raises the door panel right next 
to you. 
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Once you've cleared the area, head to the cell where 
Duke will take over and free Houston. 


a Once inside, be sure to use your L1 targeting to help 
—-(aleeee you take out the guards around Houston’s cell. There 

—e_e are four Alien Troopers in all, but two won't material- 
ize until you've stepped into the room. You may even 
want to chuck a Pipe Bomb or two on the right side of 
the room to clear out the first two and make thing 


easier. Naa KANN NY 


LEVEL 12: SPACE 
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LEVEL 13 


PROMENADE 
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babes. Then he'll have to 


= ao 
o” G&G 
£ © 
sO 
~ OS 
VY 

oO DO 
.—re) 
oe 
on 
~ Oo OW 
vo — Ss 
oY « 
orcs 
oo 


Al 
N 


| 


Wi 


vy 


U 


GY 


R 
LD 


} 


\ 


al 
- 


re 


C 
L 


f 


j 


| 
| 
Baw F 


| 
big) Te 


4 


- e- a ae 


Objective 1: Obtain Occulore’s Head 


first guard. 


| After defeating the Alien Trooper, look up | 


and you'll see a grated box suspended 
from the ceiling. Blow it apart and climb 
into the hole in the wall behind it to find 


a secret area that contains an RPG. 


apart the look down between the ledges 


There are Alien Troopers all over the place whose sole 
purpose Is to stop you dead in your tracks. Head left 
out of the entranceway and face right to take out the 


| Inside the first secret room, shoot the 


grated box in the corner and climb into 


the hole behind it. Look to your right and | 
you'll see another grated box. Blast it 


and shoot the Alien Trooper from the 
_ Safety of your height. Next, hop over the 


gap and shoot down another Alien 


Trooper from above. Now jump the last 


gap to the ledge that the grated box was 


resting on. If you fall you'll have to walk 
back around to the first secret room. Drop 
into the secret room to find RPG Ammo 
and Grenade Launcher Ammo. Climb back 
out of the second secret room and drop 


down to the floor below. 


Kill all of the enemies surrounding the nearby tele- se TS 
adders ) Vink Z 

porter and jump into it. The teleporter will take you to e. 

a walkway around the top of this area. Be ready fora \ ~-- @ = 

run-in with a group of Hunter Killers. \ ogee 

I To get to Secret z go to the right from ll \.7 2 ore 

| | the teleporter and follow the hallway N | $4 
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| 
_ around to where it drops off. Across the | 
| pit and to the left, you'll see another | 


[elie hidttetibdhede mete From the transporter on the second level, 


| up a secret room that contains Duke’s 7) (QUANTA NACRUTN SiMe 
| | ‘ 

| Biography and Armor. Hop over careful- Kee) uX-m OMe} CLC (OL ol 
ly. if you fall, you'll have to backtrack to | another ledge off to the side that reads, 


the teleporter. Once you get the items Maintenance Entrance. 
make your way back to the teleporter 


around the top edge. 


i ee eee 
Nein cs . eeu meuucuvuen 


Put away Duke’s gun and leap over to the ledge with the sign. Climb up and go left, 
falling into the room where the one-eyed mechanic waits. Blast him to get Mr. 
Occulore’s Head, then check out the video screens to see several babes in need of 
Saving. 


Objective 2: Gain Access to 
Spanky Monkey Lounge 


a 
it! 


\ , ae 7 oF 


Walk out Mr. Occulore’s front door and follow the 
monkey noise along the walkway. When it's at its 
loudest, drop off of the walkway and you'll find your- 
self standing outside the Spanky Monkey. Kill the Alien 
Troopers down there and use Mr. Occulore’s Head on 
the retinal scanner to gain access to the club. 


\ 
\ 
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meer oa 
Enter the Spanky Monkey and head to the left, taking Nd : el 
out the Orangutans that are there to greet you. Grab \ | 
the Combat Shotgun Ammo and head back to the 2 
left side of the Spanky Monkey where you'll find a \ et 
teleporter in the corner. N 
\ 


Objective 3: Rescue All of the Babes with 
the Stealth Generator 


Se a . Take the teleporter and you'll be transported to a set 
~~ ww we \ of love suites. Inside some of the rooms are babes, in 
_¥ others you'll find Alien Troopers. Peer through the win- 
\ dows to find out which is which before entering a 

, room. An ugly one-eyed monster means there is an 
"= alien, but if you don’t see anything, chances are there 
___.\ is a babe in the room. If it is a babe, shoot her with 
the Stealth Generator to save her, if it’s an Alien 
Trooper, either ignore it or shoot it with the weapon of 
your choice. There is an Ego Boost in one of the alien's rooms, so if you need the 
extra energy, go ahead and do some cleaning up. 


When you've cleared this floor, you should use the 
teleporter at the end of the hall to go to the next set 
of suites. There is some Laser Gatling Ammo in the 
room of the final suite’s babe. When you rescue her, 
head through the teleporter to be transported back 
into the Spanky Monkey foyer. 


Leave the Spanky Monkey and go left. Fight your way 
past the Alien Troopers, past the closed airlock to the 
open airlock. The airlock is full of nasty and stupid 
enemies. Quickly throw the switch on the outside, and 
it will lock in those poor, pathetic creatures. The air is 
sucked out of the airlock and everyone inside 
explodes. 


yer. 
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LEVEL 13: PROMENADE 


With the airlock cleared, head in and go through the 
passage in the middle on the right side. When you 
reach the other side, a few Orangutan Troopers will 


teleport in to surround Duke. You had better be pre- 


pared for some close-range combat. 
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ma | Hop up onto the ledge directly behind the 


teleporter, then shoot out the grated box 
to the right and jump across to a sloped 


area. Be ready to fire, there are enemies 


at the bottom of the slope who aren't too | 


happy with Duke’s babe-saving antics. 
Don’t go down this slope yet. First turn 
around and blast out the grate on the 
wall behind you. Hop your way up into 
this area, then drop down and you'll find 
yet another secret area containing the 


Quest Item. 


Continue through the airlock to the left, and you'll see 
~~ \ a teleporter and a Mini Laser Gatling right next to it. 
-=- \ Take the gun here, but do not enter the teleporter. 
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Press the switch in the fourth secret room | 
to open the doors. Exit and run back | 
around to the teleporter. Hop into the 
teleporter, and it will take you to an 
upper ledge for this area. Go around the 
hall blasting Hunter Killers along the 
way, and at the end it will quickly come 
to a stop. Take out the enemies lurking 
below and hop across the gap to the blue | 
ventilation shaft. Turn right and shoot the | 
shaft directly in front of you to reveal the 
last secret. Inside, you'll find some Energy | 
Weapon Ammo. Drop down and follow | 
the hall around to the right. Take the two 


sets of Combat Shotgun Ammo in the 


area and destroy the Aliens infesting this | 


region. Be sure to pick up the Freezer 
Ammo that one of them will drop, then 
head down the darkened hallway. This 
will take you back to the teleporter that 


you used to find the final secret area. 
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. 
a ‘ Continue past the teleporter to the entrance to an 
\ alien casino. Press the switch to open the door. Get 

‘ ae ready to fire; there are aliens inside. 
Use the teleporter at the back of the room, and you'll \itaececaaaae 
be teleported to yet another club. This one Is full of \- = a a 
aliens and dancing babes. Don’t stop to watch the ye a 
dancers until you've defeated the Alien Troopers. = -] 
There’s some Combat Shotgun Ammo and a switch = \ al 
behind the bar. Use the switch to open a door in the <4 ye 
back that leads to a teleporter. Be sure to zap the \ ae = 
babes with your Stealth Generator before leaving the \ ie ue ~ = i 0 


WAR RQ UES Sete see eeeeaaaue 


room. Jane would be really disappointed if Duke left a 
few babes behind for the aliens to toy with. 


YT GaP aimee The teleporter takes you to yet another club full of aliens 
= " and babes. Kill the aliens. Save the babes. Grab the 

\’ Large Ego Boost on the bar. When you save the last 

ae babe, Duke will receive the Champagne Room Key. 

t 


a 


If Duke does not receive the key, you missed a 


babe somewhere in the level and you'll have to do some 
backtracking. When you find that missed babe, she'll give 


you the key and you'll have to come back here. 


\ Use the Champagne Room Key on the control panel 
é \ in the back corner, where the big pink neon sign is. 


Vi Rae 


Run inside the room and Duke will approach the lone 
babe, ending the level. 
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LEVEL 13: PROMENADE 


LEVEL 14 


COMBAT 


The leader of this alien scum has chal- 


lenged Duke's ego. It’s time for Duke to 
show it who's the man. 


. 4 


IG Cops 
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Objective 1: Kick Some Serious Butt 


. aN 
+ *\\ It's time for your final battle against the alien big 

-\\ cheese. As Duke says, you'll have to overcome some 
‘\ serious obstacles to kick some serious butt. 


From the start, grab the ammo in front of you—you’re 
going to need it. There are a lot of pigs, monkeys, and 
aliens to fry. 


Enter the next room and fry up some pork chops, 
three of them to be exact. When all of your enemies 
are dead, the door on the other side will open. Exit 
the room and get ready to jump. 


‘In the light tube between the room you 


just left and the next, take a moment to 


examine the walls. If you look closely, you 
can see an RPG through one of the walls. 


Make a leap of faith at the RPG, and Continue into the next room. Three Gorilla 


you'll pass through the wall into a secret Troopers will dppedi, trying to make a 
monkey out of Duke. Blast them all to 


kingdom come, and the door on the other 
side will open. 


area. Get the gun and the hop back to the 


walkway. 
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LEVEL 14: COMBAT 


The next light tube has a treacherous walkway. As you 
run across it, the panels will begin to crumble. If you 

fall, you'll be sucking vacuum, so don’t dawdle. There’s 
nothing to see here anyway. 


In the next light tube, there’s a secret 
| room directly below you. Walk to the edge 


_ of the platform and turn around. Back off 


of the platform and grab the edge so that 


Duke is dangling. Then let go and grab 


More Pigs! Kill all three of the Pig Cops, the edge below. You'll find a Jetpack and 


and once again, you'll be given access 
to the next area. Grab the Grenade back to the walkway above. 
Launcher in the corner of the room 
before exiting. 


SECRET 


some RPG Ammo. Use the Jetpack to get 


This next room is a little nasty. There are three ugly, grenade-lobbing Baboon 
Troopers. One will materialize directly inside the door to the left, so be prepared to 
shoot. You can blast the other two that hide across 
the slime from the side where you entered. Monkey 
walk across the grating on the ceiling to get across. 
Make sure you pick up the Laser Gatling behind the 
wall on the right. 
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The next room has three Orangutan Troopers. These 
guys are rough. Use the pillars as cover from the 
onslaught and pick them off one at a time. 


Before leaving the Orangutan room, 
check out the ceiling; you'll see a huge 
crack. Blow it open and check out the 


area above to find the last secret room, 


which contains an Ego Boost and a Mini 


Laser Gatling Gun. 


Before you enter the next room, from your position at 
the doorway, you can actually pick off the Alien Mine 
that’s flying around. When you do, enter, and the door 
will slam shut. Take out the three Alien Troopers that 
attack. 
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. \ This is it. The final battle with the Alien Slave Boss. 

N : N Follow him into the next room and get ready to fight. 
) 

\ 
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LEVEL 14: COMBAT 


Alien Slave Boss 


This guy has got some powerful attacks, and he'll hide 
behind the pillars to avoid your retaliations. Equip your 
RPG and Jetpack before going into the room. Draw a 
bead on the Alien Slave Boss and enter, firing a salvo of 
four or five rockets. 


| If your aim is true, you can knock 


off about half of the boss's energy before the 


battle really even begins. 


Now, quickly get behind a pillar. Stay back a few steps so 
that the boss’s rockets don’t kill you. Wait for the boss to 
cease firing, then step out and launch a rocket or two. Be 
careful not to run off of any of the ledges, or you'll plum- 
met into space. If this happens, use your jetpack to care- 

fully fly back onto the ledge. 


When you run out of ammo for your RPG, you should 
equip the Mini Laser Gatling Gun or something similar. If 
you end up losing a lot of energy either use a Duke’s 
Biography or grab the Ego Boost in the corner of the cat- 
walk where the fight is taking place. Keep up the shoot- 
and-hide strategy until the boss is dead. 


Now sit back and enjoy the ending cinema and dream 
that one day, you too can be like Duke. By the way, 
don’t miss out on the subtle jokes in this final movie. 
Look for a few famous ladies and a picture of the 
development team. 


DUKE MATCH 


General Points in Multiplayer 


a YOU CAN’T USE YOUR AUTO-TARGETING, SO DON’T WASTE YOUR TIME. YOU’RE ON YOUR OWN 
HERE, KID, SO PRACTICE YOUR R1 AIMING TO TARGET THE OTHER PLAYER AND GET A NICE 
KILL SHOT IN. 


eo THERE ARE VERY FEW PLACES WHERE YOU CAN GRAB LEDGES. IF YOU WANT SOMETHING 
THAT S OUT OF REACH, YOU'LL MOST LIKELY HAVE TO JUMP FOR IT. BET YOU WISH YOU'D 
GONE THROUGH THE TRAINING SECTION OF THE GAME BASICS CHAPTER NOW, DON’ T YOU? 


eo THERE AREN'T ANY INVENTORY ITEMS IN MULTIPLAYER, SO THE ONLY TOOLS YOU'LL HAVE 
TO FIGHT WITH ARE THE WEAPONS YOU START THE LEVEL WITH AND THE WEAPONS YOU FIND 
AROUND THE AREA. KEEP AN EYE PEELED AND DON T MISS OUT ON THE MORE POWERFUL 
GUNS. 


eo YOU WILL HAVE TO HOLD DOWN THE CIRCLE BUTTON AND PRESS UP OR DOWN TO CHANGE 
DUKE’S WEAPON. YOU WON’T BE ABLE TO PAUSE THE ACTION AND USE THE SUBSCREEN ANY- 
MORE, SO BE SURE THAT YOU’RE IN THE CLEAR BEFORE CYCLING TO THE WEAPON OF 
CHOICE. IT HELPS TO KNOW THE ORDER IN WHICH THE WEAPONS CYCLE SO THAT YOU WON T 
WASTE TIME CYCLING THROUGH ALL OF THEM JUST TO SWITCH FROM THE COMBAT SHOTGUN 
TO THE RPG. 


As WE RECOMMEND THAT YOU PLAY USING THE VERTICAL VIEWPOINT. THIS WAY, YOU CAN SEE 
ABOVE AND BELOW YOUR CHARACTER. IN SOME LEVELS, THIS IS ABSOLUTELY CRITICAL TO 
YOUR SUCCESS. 


a) CLOTHING SOMETIMES DOES MAKE THE MAN. CHOOSING A CERTAIN DUKE LOOK CAN GIVE YOU 
AN ADVANTAGE ON THESE LEVELS. THE COMMANDO DUKE IS DRESSED IN BLACK, MAKING HIM 
A MORE DIFFICULT TARGET. IT’S HARD TO DISTINGUISH BETWEEN A PERSON AND A PILLAR 
ON SOME OF THESE LEVELS. THAT COULD BE ENOUGH TO GIVE YOU THE DROP ON YOUR 
OPPONENT. 


eo AS IN MOST SPLIT SCREEN DEATHMATCH GAMES, KEEP AN EYE ON YOUR OPPONENT S 
SCREEN. IF YOU ARE IN HIS SIGHTS, TURN LEFT OR RIGHT AND RUN LIKE HECK TO TRY TO 
GET AWAY. ALSO, USE VISUAL CLUES, SUCH AS THE CARPET IN DEATHMATCH 2 TO TELL 
WHERE THE OPPOSING DUKE MAY BE LURKING. 


Deathmatch 1 
Important Items 


es THE RPG SETS ATOP THE PEDESTAL ON ONE OF THE SIDES OF THE ROOM IN PLAIN VIEW. 


@'9) THERE'S A PIT IN THE MIDDLE OF THE ROOM THAT HAS A LARGE EGO BOOST, A GRENADE 
LAUNCHER, AND ARMOR. 


o> AROUND THE PERIMETER, YOU'LL BE ABLE TO COLLECT VARIOUS TYPES OF AMMO AND 
WEAPONS. GRAB THEM ALL. 


Important Tips 

First things first—get some protection. Grab that Armor in the center of the room, and 
then get back out quickly. You have the perimeter of the room with plenty of columns to 
hide behind and get the jump on your opponent. As soon as you see him in the clear- 
ing, kick his behind. The RPG is a great weapon for that long distance kiss. Just be sure 
you don't kiss your own butt goodbye with a misplaced shot from that bad-boy weapon. 


This level looks nearly the same everywhere, so using the typical Deathmatch strategy 
of looking at your opponent's screen to find their location takes a little refining. Keep 
track of where to pick up which weapon, and look on the opponent's screen to see 
which weapon he is near to figure out his location. 


Deathmatch 2 
Important Items 


A GRENADE LAUNCHER IS AT THE END OF THE CARPETED HALLWAY. CHECK OUT EACH OF THE 
LITTLE CUBBYHOLES TO GATHER UP EGO POWER-UPS. 


9 AT THE OTHER END OF THE CARPETED HALLWAY IS A STRUCTURE WITH A FLAME THROWER, 
PIPE BOMBS, AND GATLING AMMO INSIDE. 


ON TOP OF THE STRUCTURE, MAKE A KILLER JUMP OVER TO THE TOP OF THE PILLAR AND 
NET THE ARMOR AND GATLING GUN. THE BOUNTY IS DEFINITELY WORTH THE RISK. 


Important Tips 
The hallway ts going to be the best place to fight because of the coverage it affords 
and the Ego Boosts it provides. 


Eventually, you'll want to try to jump to the Gatling Gun and Armor on top of the 
pillar. If you’re having a lot of trouble making it over there, give it up and move on. 
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Your opponent will eventually figure out where you are and what you're doing; if your 
butt’s hanging out there trying to reach that pillar you'll make an easy target. If you 
make it to the pillar though, try to stay there and pick your opponent off from above, 
but when it starts to look like they know what you're doing give up and get back on 
the ground. 


Deathmatch 3 


Important Items 


es THE MINI LASER GATLING GUN AND A NORMAL LASER GATLING ARE ON THE LOWER LEVEL OF 
THIS MATCH. THE ARMOR IS IN THE MIDDLE OF THE LOWER LEVEL. BE CAREFUL GETTING 
THE ARMOR—ONE FALSE STEP AND YOU'RE TOAST. 


v9 TAKE THE TRANSPORTER UP TO THE NEXT LEVEL AND GRAB THE LASER BLASTER AND THE 
FREEZER. OUT IN THE MIDDLE, ON TOP OF THE TWO ISLANDS ARE THE GRENADE LAUNCHER 
AND RPG AMMO: BUT WITH NO RPG, THERE’S REALLY NO NEED FOR THE AMMO. 


Important Tips 
You'll more likely be a worse threat to yourself than your opponent will be if you take 
a wrong step into the lava. The walkways are narrow and that lava Is hot. 


Your best advantage is to be on the upper level while your opponent is pinned below. 
If you keep an eye around the transport area, you can blast him from above. Your van- 
tage point from above can give you a bird's eye view of your opponent below. 


If you're feeling cocky about your control, and you have an enemy on your tail, try 
running through the middle on the lower level. Your opponent may not be as sure- 
footed as you are. 


Deathmatch 4 


Important Items 


~ 
i 
‘. 


af ON THE OUTSIDE AREA, YOU'LL PROBABLY CATCH A COLD AS YOU PICK UP THE FREEZER, 
ARMOR, AND PIPE BOMBS. HOWEVER, ON THE INSIDE PERIMETER, YOU'LL GET THE LASER 
GATLING, COMBAT SHOTGUN, AND A LARGE EGO BOoosT. 


Important Tips 

Be sure to alter your direction on this level. If you just run either the inside or outside 
perimeter, you'll be sure to get picked off. Alter your course by going through the cen- 
ter and possibly surprising your opponent. 


A nasty little trick you could try once you have the Pipe Bombs Is to load up a room 
with bombs, then lay back and wait for your opponent to enter. As soon as he is 
inside the room, let ‘er rip and watch your opponent be blown to bits. 


ye ~ 


Use caution everywhere. There are drop-offs on either side of the walkways and in the 
center. One misstep and you'll be floating in space. 


Deathmatch 5 
Important Items 


eo IN THE CRATER AREA IS WHERE YOU'LL FIND ARMOR, PIPE BOMBS, A GRENADE LAUNCHER, 
DYNAMITE, AND LOTS OF EGO Boosts. 


es WHEN YOU’RE ON THE UPPER LEDGES, LOOK UP TOWARD THE CENTER AND FOCUS ON THAT 
RPG FLOATING ABOVE. THE ANTI-GRAVITY SURROUNDINGS WILL BAG THAT WEAPON FOR YOU 
WITH A LONG JUMP OFF THE SIDE OF THE LEDGES. 


eo THERE ARE ROOMS BELOW THE CRATER AREA. INSIDE THESE ROOMS, YOU CAN FIND PLENTY 
OF AMMO, THE MINI LASER GATLING, AND A GRENADE LAUNCHER. 


Important Tips 

The king of this level will be the player who masters the art of anti-gravity. If you can 
handle it, jump across the upper ledges, firing on your opponent from above. Drop to 
the crater area only when you need an Ego Boost or a new piece of Armor. 


Avoid jumping straight up as much as possible. The lack of gravity makes the jumps 
very slow, which will make you a very easy target. 


There are a lot of rooms off of the crater area, both above and below. Check these 
rooms out for additional ammo and weaponry. Keep an eye on the skies, however; 
your opponent could be on those upper ledges trying to get a bead on you while 
you're shopping. | 


Of course you're going to tell all of your friends that you 
beat the entire game without using any continues or any 
¥, cheats. That's cool. But just between us, sometimes 

you're tired of getting your butt kicked by some 
Hoglodyte in the mines, and you just want to get across 
that small gap to get the ignition wire, and you've got only 
one more continue. What's a guy to do? CHEAT! When all _ 
else fails, and you absolutely, positively want to beat that 
level tonight, try this helpful little cheat. Don’t worry, we 
won't tell. 


- . +e 


Either before the game starts or during gameplay go into 
Options and select Cheats. Within the Cheats Menu, you can 
knock yourself out, choosing anything from Invulnerability to 
All Weapons and Endless Ammo. Have fun! Paybacks are a 
bear, aren't they? Die, Hoglodyte, die! | | ae. : 
Following are the cheat codes. These must be entered at | 

the Cheat Menu to unlock them. 


The Cheat Codes 


Cheat Name Cheat Name Code 7 
Big Head Duke Unlimited Ammo 12@R2M@12RI 
Tiny Head Duke Double Damage BEH OO eX 
Big Head Enemies Invisibility BX@OHXOB | 
Tiny Head Enemies Level Select Enabled @xmHXH®O 
Start With Full Ego All Weapons R2XL1@R1@L2 
First Person Camera Invulnerability LI1B@@B8LIL2 | 
Wacky Cinematics Outtake Cinematics L1L2R1R2008 00 
Temp. Invulnerability Ending Movie @ R211 M12 X R2 
Full Armor All Cheats LIL2R2RILTL2R2— 
RI LIL2R2R1L1L2 ) 
R2RI1@@@@XX | 
XX MMMM Select, 
Select, Select, Select 


LAND OF THE BABES” 


OFFICIAL STRATEGY GUIDE 


HAIL TO THE KING, BABY! 


Duke’s back and badder than ever! But to ensure victory in his 
battle to save the Unified Babe Resistance from the oppressive 
control of Silverback and his minions, you're going to need 
some help. This guide has everything you need to 
save the Babes, so... 


COME GET SOME! 


es WALKTHROUGHS: Your GUIDE THROUGH EVERY LEVEL. COMPLETE EACH OBJECTIVE AND FIND ALL THE SECRETS! 


@» WEAPONS & ITEMS: AN EXHAUSTIVE RUNDOWN OF THE GUNS AND GOODIES IN THE LAND OF THE BABES! 


es BESTIARY: IT’S TIME TO KICK SOME ALIEN BUTT! HERE’S 
WHAT YOU NEED TO KNOW ABOUT EVERY BEAST AND BOSS IN 
THE GAME! 


COMBAT 
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9 DUKE MATCH: WASTE YOUR OPPONENTS WITH CUNNING 
DEATHMATCH STRATEGY! 
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a CHEATS: UNLOCK THEM ALL—INVULNERABILITY, 
ALL WEAPONS, LEVEL SELECT, AND LOTS MORE! 


vy 


: Ream TAKE YOUR GAME FURTHER 
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